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?-t mm* y v y- a*i§* t l fc y- a * y 
iWEy-Ase-t y*-ut. 

yjj*<n&tpipt>^ Huis«-y-^jS**^<os*tc«o 
•cy-Aroy^As-iairrsiint^gi: . 

fjfE«iSccoy-Affi**^iMfi$^y--AcO»fTtC# 
Sy-A-r-iJ'SrSffSU dOgffiLTty-Ay-^S: 

ffl¥k*fty-^JB*MKis-r4iss#afc*iBi-ctj 
friey— Affi*(i, 

■roy-An^atcj: onfTtfiifcy-Atcfls a y- 
Ay-^s-MiBy-Agni-b v^-^aifit- aiHfi#a 
t> 

t«ir^*ik&wakf «y-A*-y yv-^^x 

f A, 

[ft#«2] *v h7-?[Ilt8£tf-LTy--AEft-fe> 

Mfiy-ASflr-b >-?-#>£>Efs$ii4 
c<058«#atc«t oafisnfcy-Arny^A^sww 

Ate« - j T y- a fcStfrT * y- AUtf . 
;<oy-AHff*St:J: O^T^futy-Artg*^ 

•rsa^^afc. 

ffiffiy-A^fr^atj: oiift^ftfcy-AKff a y- 
Ay-^ 5r mrtey-AEfi-fe vt-^&im-hWfc&k 

0«»8<i4«iS«iB*fliiifc8MI®y-AflM»ifc« 

y- Awe* 4 .r t z mi t -t 4 mm. 2 sqko * ? 
ny-Aita. 

? em fcttii $ /i 4 imi^Kin^iiffiB y- 
4 2 ssro * -y h y- Ana. 



^-tas^y-AS*t^t^L^y-A^-y hv- 
fflriB=&y-A4g*(i. 

-A'sa-b >?-zit uTC»s<i4«#<oy-A«* 
y-? *5«s#at . 

mb zm.mz j £z>m. : *®m^®.b . 
■cy-A* jar*-* y-AH^&t . 
Huiey-Awa-t >^ -t±. 

f&E«R*> y- aib**» £>&m £ nfcwieBflMBsy- 
? bm?.¥-j±mi^mzz. *)mnzix&y-j±T-? 

b £ b % 4 y- A ffi^SEiM-r 4 36j!#a . 
ZffitX^Z Z b ZftWib -T4 y-A* y I- -7-? i^x 
fA. 

[»s&S6 ] Butay-An^g^j: onfi : $ix4y- 
Acort^tcjctr, Mie^Mffli^a^Jtftcj: 0^ 

-e-4^H^a££ hizmtx^z z b zmkt-t&mt 

^5iaa^y-A^y H7-^yXfA„ 

[»*3H7 3 Mfay-Aii^stcj: ontf s*i4y- 

A<0|*flg»i, y-Ai0^4»{Cfctt4®^^^«J«ffl, s> 

4 v^uy-Aw*»aBK*j»t4 y-A^*T*> 0 . tu 

a^^tff^Jtti»«^MT*)4 C t *«r«t -T4M 
*«6S»«0y-A*-y h7-?i/XfA. 

cif*3a8 ] H«i2#y-A«8*tci6tt^n^'t^*aii«? 
as#at, 

iBtT. H?fB^idfflt#a<O3HlffiI(cJ:0^*S^-CV^4 

e efe «fct^ffi^>«Mtew«<^JB*SQe$ «43se¥ 
at, 

&zt>i,zffiz_x^2>zbz , ftmbi-& n&m 5 mmo y 

— A*-y hV— ?yXfA. 
tlf*«9 3 lalB'C«^flS^tB^a<i, 7l/-t-<OC> 
y-<T)$LW.<rmVLb LT8?tB-r4£tt-fe 
>-^T'$>4 i t $:#Sti;i-4W*ii8IB®oy-A^-y 
b7-7yXfA. 

[ft^fll 0] * y hV-^IellgSr^-LTy-A^a-t: 
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z (miSLZtvtzwmmm zm&L lx v *h*Bjmm* 
zn&mz-mzx o&mztLtcmmfeMT-fizi: om 

[it*«i i ] mrae*-* hy-A§s»i. ri^--\--t: 

i 9»#£*i4tt^1lg*«;t;fcj*^y-All»4fc 

my-j±m*xh&ztzftWLt^&immi oieao 

[11*311 2 ] MKy-A^fi^&KJ: OSgfrSiiiy 

c»*3ai 3 1 fflmy-j>mft^mz* vmnztizy 

-2±cr>ftm&. y-A^4>fcfcl**«5&*fcttJ«{fiL 

1 2 team- -y hy-Agt. 
i 4 ] ffrtsy-A&^&fT&r^-^-o^ 

Kfc. 

y-Aigg. 
y-A§gg. 

[00 0 1] 



[0002] 

[ffefcoSffi] fiS^£»£ixT^Si*£Mtf)y-Ai!g 

^r^y-Art^y-A^g^ y-i,m/5A 

Scoy-Allgfi. SE«rt(cSI!I***SiBv>T>l« 
[0003] 

^innaty-^aaifcift o x t . sy&y-A rt«*>y- 

•*£*Uffc*>icfcL y-A|*|@SSy-A§Sgtf«§-£"r 
y-Art#jWisatofc*>fcmy-A»«£J«A 

3Bffiy-Aitg<y)*£-tii, y-A7a/7AJrtlL 

Ha***. 

[0 0 04] ^O^BBJi. ^B#, y-A7n/5A5;g 
S*Hci*jfc:iSfllLTVvSr< fci>, y-A£fiWcVM§! 

t. ftm-z>dr'~j*y-vS7j*£m&fr-offimzAtt 

<r>7-J±? \y— V- i: -fgtcy'- A Sr« Ltf Z b 

[0005] 4?t. y-M-commm. y- 

A(7)^^ f Sr U ^ ^ A iz . . Wtc*!E-r 
4 £ t ^Sl^y-A *7h7-;yXfA. »V* -y 

h y- j±mw & mm-t h z t * ftno @ w t -r h . 

[0006] M(C Z<7MWZ. y-A7U-t-^ 

Hi-sc^j&^sg^y-A^-y bv-^^T-A. at/ 
^•y by-^&wz&m't&ztzzomo&Mt-? 

[0007] 

mzms.-t&tzMz. d^coxomm^mtx^h. tc 
a. mzTjk-t^&nmm*. tmmzizjL*)$mo&m 
iznm-thmis&imbLxim-th. vmmt. 

[0008] a*a i imnwrnv-^ yw—? 

y^-^-yh3 0) Jr^-LTy-Affifl-fe^^- («i 

(f. H2lc^-r*xh-9--yN"-2 0) tmicco^y hy 
-as* ( {br ar . 0 2 ic^-ry-AS* 1 a , 1 b ) 

iilttlLfcy-Mv hv-^i^xxA^ti^T, fi 
SEy-Affifi-t^^-tt, aisicoy-Arny^A^ts 
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ttL7trp^7^ts^#s (mm. 02^-ry-A 
^ mztm $ tuz m&ny- at- o y ? a<7)&^ t> . 

23) t, Mieigstoy-A^**>/i>jM«$^y-A 
Ay- ? ^ffl^fc y-^mm^m-r hmk^ 
ny-^Mi. itriey-AKft-b y f-comm^-mz 

<£ 9IJfi$ix*:y-ATo^A£gfi-f &5£ft3M& 
(tfiRfcf. H2^-riM«ftg|59) fc. ^«ss#at: 
J: OSff $ixfcy-ATny5A£i6«^£*:a6(c#» 
*&flH§ix&#*rtifMN£ (fiaj;it2\ 02^-rA^gP 
3) fc. iO#i&SlfW©fiO#i6«l^t J: vwmztLtz 

yuy-yMz^xy-j** mrt h y- aiht #a 

(fflitf. i2fc*tCPU2) k. ^coy-ASIff# 

mzx K>mri$tLtzy-Mzm y-^—?*miy 
-mM^y^-^&m-fhmm^. muz, mi iz 

t 0 0 0 9 ] Z<r>tmi% 1 leSfcOfMH^y-A* /VV 
-7i/XTMZ£tU£. *vh7-?IH8^Lty- 
Affifi-fe y 1 aSfcO* -y h y-AS* t Lfc 
y- A * 7h7-? -/XfA fc*3 V >T . Huie^'-AEfi 
-fey^-Ji, Sftoy-Aroy^Afcrmy^AlSIrt 

6 , «EE#y- AS8**» <0S#£fl£ -5 T Y — A ro 

Vy^WEth. ^m^mzx-ox. mstm 

f-^tasu zcvgmvfcy-j'.T-rztt^t* 
sy-AJB*M6i»-r*. miiey-Ass*«±, ffiey- 
AUft-fey^-oiEfi^g^j: *)amztitzy-j*7u 
yy^ir^immz^-ox^m-fh t . zmztitiy- 

mm?t& t , ^-AHtf¥f5(iHuK#»«^(c i 0$iJ 
ffPSfUtT-oy^AKft-oTy-AfcHfirU Slfi^fl 

fe^*-Atf#a zmm^mzxixmsiy 
[ooio] n*«2iBSsco^co^-/ hy-ASsa 

7b30) Sr^-LTy-Affifi-fey^- (Wifcf, 02 
£7jrt*X h-^-A- 20) t S»S*l4 * -y h y-A 

ms. (mm. H2i^-ry-A^*i a, ib) iza 
wc. irlsy-Aiift-fey^-*^Efi$ixsy-Ar 
oy7ASr§ft-ri»«fi^a @2^-rMS 

ftS59) k. ^^fl^SCJ:»3gft?ix^y-Aro 

(man. B2(cs?rA*«3) t, z^mn^ms. 



co^wmmzj: ostJffli^ix^rny^A^oTy-A 

2) i^y-As^^afciosaTSfifcy-Art 

miy-^m^f^mzx'omrT^tLtzy-Mzifd 
y- Ay- ? * fney-Affifi-b yf-^mmt h mm 
®2iz7ik-tm&mtgt9) t. zffitx^ 

[0011] ZCVm$<l%2tm<D%,tycr>* y by-'-Ag 

mizxtm. *y hv-^mti^^LTy-Aiefi-fey 
^-k«as*ii*-y hy-A2SEK*5wt, gft^g 
ci^t, i9iEy-AES-fey^-*»feiH3sn*y- 

A7*oy?A£gfIU Sfi^ix^y-Aroy^ASr 

o-cwurrs t . y-A^ 

5 y-Ay-^ ^iift#stcfc o -ctiriay- AiHn-fe >- 
[ooi2] lk.w~>x . sft»aiffitt<?5«W)y-A 

Jt-y h>7-^ i/XfA, &lX|»^2ia«S<^^-y hy- 

A^gtiixtf, aecoy-AS*K. tzti.y-A.~r 

ay^Ay-^^fS^^^TV^^^-T't, $• 

A¥?fL^y-A7-oy7Ay-^tc^->T, ^Htatc 

[00 1 33 *fc. M*«3iBtt<0»««0j: 0 iZ. ff* 

| 3»sf$n*«a«Bi*«i«:aifl^y-A«BS (fi«J^ 

«\ H3 6^^»«MMy-A^S30 0) , ife 

iy-AK («iJf, H3 4t*t'JXMy-Ag 
1100. 03 5 iz^-f y X hSy-A^S 200) t 

[0014] f»*Jf 4!E»<93fcBJi<9J: ^ fc, 
^EI«t=t^Sn&»IW8S«S(c*iii«r«=i:8t»Sy- 

A{§^ (mta. msiiz^mmmf&mmy-ASk 
w.4 o o ) ^/i(± y x My-Ai^t*?,,: t *>*S!> 

[ooi53 i<?)fi*fl3^4ia®<3o»Bj(?)^-7 y-y 
-^mmzitm. ^-^r-^mzmmLtzK) . ^--y 

-co.-Ky y hlz}jxXim-f&t\>-o£olz. ffiMLX 

md#ft,zi>, ru-trLfcv^y-Aroy^Ay— 

fflJ$^ofS#^A# ( y^ya- H ) i t 4 
If^OT^ . C:<?DA#$ii3ty-Aroy5A-r-^ 

ic^ot. ais«i(cv^is^r^-y-fcy-A^ii 
[ooi6] mim5tm<r>wn<r>*~y yy-^xr- 
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^vhv-fmm Mitt* E2i:^y^- 
*-yh30) ^Uf-AHty^- (mitf. 0 
2^-r*Xh-<f->'N--2 0 ) fcMSt<7)y-Ai$5fc (09 

m , ii 2 tc^-r y-Asa* 1 a , 1 b > t $rj^ 

*Ji. «&<^#B«<^ffl;^;btfA^&&toP&B^ 

*f^«-r*»i<of^is#a 02^-rcpu 

2. -S-(fcRAM8 ; 08OA 1 0 1— A 119) t, i 

£&{i-r amfi^a mitt. 02^-r^mgu9 : 

08OA12O) fc s dOiSll^StJ: OiMft^ix^H 
tt. 02£Srfi£g{tgB9 ; 01 6<7)D 10 2, 02 3 

i o 4 ) t , iwsm^st J: ■jaesfufcwiis 

«)«BttSW**fftf«-4*2^j«#a 02 

^•TCPU2. MRAM ; 01 6<DD 10 2. 02 
3«0F104) C<?582<0fl^RfcJ:'Jf&S3*i 
fcffl#«o<KSIteB«fc1tfE* l cof&*#Kfc J: "3^jSS 

itf. 02l:SfCPU2. ^Igtb0SS5 ;01 60 
D102. 02 3<7)F1O4) L ME*"/ h V-^E 

y-AHft#F5 ( Witif. 0 2 CjjrTC P U 2 ; 0 2 3 

#S (0»£«f. H2fc3jr**i3S»2 4 ; 03 2«G 1 1 
1, 03 3OG1 18— Gl 21) t, £f|;iTl->&.r 

[0017] i<oi9*JS5iEaoi»!B<oy-A* v h v 

* v yv—? isx^-Mzii^x . Huie#y-A^*{i. 
m i <offcS#acc iot. *»offl#M«<affl»-£*>tf 

-?£SMfI*ati:^Tj*fI-f&. -tLT. Cltf>i*f§3 

ixjtH^jgT-'-^^Miey-A^a-fe lt 
m&wmzmfc-r&mwtmfcT-f *&m*mzx -?x 

&mt s k . » 2 coffrft#afi . <r «ogfi § ixjmmtH 
tf-^CJ: 9»Jg3to«#B«£*I*£*rti*t«# 

<o«B&*B«*f&su m^mm^-mzx^x. zcom 
2<?)fti8L^mzi. ^ftfoZKK^mimm&tmi 
m i (oftf&^mz x k> titi i ewwiit t * 



y-ASIff#SHJ:oTHUfe^-y 
LTffl^oy- Aigjfcfc cOBT-y-A £*frT 

ieism<7)y-A«**^i*ft$^^Buffiffl^^T-^ 

t HuKy-AH^^SlcJ: OUtT^iisy-Ax-^ fc 

[00183 ttz. mxmi oimomia*-* r-y- 

?-*7h30) Sr^LTy-A^-by^- (Mi 
if. 02lC^-T*Xh-^->'\*-2O) fc«tt£;h.4*«y 

hy-A^a 02ic^y-^*iA, 1 
B) iz&^x. mvn&#wm<o&*-0ibitfrL>%&W 

ffl&mmifti&t&mi<oi¥tfL^® mitt. 02^ 

fCPU2 , MRAM8 ; 08<7>A1 0 1 ~A 1 1 

< Witf, H2tC^aB«3»9 ; 18«A 12 0) 
£<9^#KfcJ: 9j*«$ftfcB«*^y-?a*Bii 

ley-A^a-fe y?- tit txmmtsix&m^ny-j* 

*85fo6»4>iH ^>^T & /L'ffl#cO(R^B«2r*g^l.B« 
ffije-r*- ^ SrSft^S gft^S ( 0i)^.(f , 0 2 ^-fiM 
gflg|59 ;016COD1O2. 023COF1O4) 

z<w%m^mz± r)&mztu:wm&ZT-?izi 

36 § iXfc8B#Btft£ffl*£;b-£T ffi#<0<Rffl^B«$:ff 
KM-«»20fM»« 02tc^-rcPU2. 
MRAM8 ;016<7)D1O2. i23<^F104) 

t , zcr>m2mm^mz£ *)w^tijm^mm^ 
mm t mmm 1 of^js#afc: j: o a aorasi 

I^B«i:Sra^S-»i:S«*«i|»*S (Witf. 02 iZnk 
fCPU2, «^IE1!)IeI5S5 ; 01 6c7)D 1 0 2. 02 

3OF104) t. miz*v hv—rmt&z-frLxm^ 

mitt. 02(C^-TCPU2 ; 02 3<oy*-Ajlfi : i!Q. 

[ooi9] zcom&m 1 OlESJO^BJcO^ -y hy*-A 

mmzxtitt. * v hv-^Eiasr^-LTy-A^a-fe 

flifig; lt i ^«a^B«**sj&f s B«^y-^ ^ 

mfer-ftfimzy-^mL-tyfi-i'ftLxmmzix 
hw^ny-^mifrtimhtix z tzm^ismmm. 

«MlfeBfR^i«U. *^SiJffli*aicJ;->-c. ^20f^ 
jS^Sfc J: 0ffJ«S^ffi*O(EU»feB«t ttSEJIS 1 <0 
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[0020] Ltztf^x. m^5im<^y-^yv 
v-7 sasm&m i ota&>*v h-y-^m 
mzxmx. m'mm^&mfkwi'— rty-j^zm 

^Kx^&&uw)mm®.<r>mm (mn. 
t*) z LxwrntmrnzmmLx 
hko*,zLx^h<r>x\ y-£.comsm. y-Aowm 

[002 1 ] IS^JSl lie«<7)^BflOiac » 

*jsi oiBte^^<OHuis^-/hy-A^i:(i. 

y- A^a 10 0.035 ic^-t d^. h My- ai£b 2 
0 0 ) x-h h z k w^mrcib h . 

[0022] Z<7>mim 1 1 IE»<W;i<9*>y h^'-A 

-Ag!B<0|&SiH3L£|6]±^S i k -i. . 
[0023Ht. ffi$«6 KttOftftfi. 5 IE 

mr>wmy-^'v by- 7 ^x^mzh^x . fna 

y-A^tr#SKJ: 9llff£ftsy-AcOF*im:JSt 
T, WfBR^IWW^BKOilWPfciJ: 9*^£iX"CV^ ge 

( wi if. 0 2 ic^-r c p u 2 . 04 iz^i0m^--y 

ROM 6 b ; 0 2 6 fc^EU«SW>S0e«yi ( 1 ) . 0 
2 9lZ7frt®fflik<V$3i!>Bm ( 2 ) ) £S fefcHiTH 
4£fc£«F»k l/t^4. 

[0024] i^:, 1 2K«0>*«i, ff^iH 1 

oe*<OfMB«0*'y hy-AgafcrfeWC. MfEy-A 

mft¥-mz£*)&irfzti&r-j*<?>\*imzmix. mie 
mtmiffl^&cofflwiizj: oa^$tiTv^ gets £xsm 

02{C^r-TCPU2. 04£*rmfit^-->yROM6 
b ; 02 6 IZvk-fiJZM&CD^Wm ( 1 ) % 02 9tZ7jk 
•?®mk<n$&l9m ( 2 ) ) £££fc:*;l-0^£k* 

[0025] itfDSft*3«6IEa<JD«Wtf5y-Z>^.y b"7 
yXfA . 1 2 fe^Of&Hflo* - y h y- 

Altatciixtf . ^y-Aigjfc^^fiT 
Acort^tcje tx y r^^ Atc^sg^s .r k a*T-# . 

[0026] ifc. M^a7ia«tfO»BHti. ii*fl6IE 



j^comwz&tf h t Mm®. . h h v m y— acos 
»BWfc*j»tiy-Ais»r*o, miEgefccfctfffl* 

am) *Jt{i®s (^-y-fe-^rtS) <r>$&ix'hhzk 

*»«kLTVv&. 

[0027] tf^ia 1 3imcnwmz. m^m 1 
2SE»«osMH<o*y hy-j±mmz&^x. mtiy-i* 
m?r^mz±*)mfTZti$>y-A.<7)ftmz. y-j*cm 

iztm&y-Atn&x'h*) . mi&ttxvm^coism 

kUTV^S. 

[0028] z<7)m#m7zm<7)mi<Dy-&* ? h v 
-?^ta, &tfn*Ji 1 3 1 e®^Hyi<7) ^ x h y- 

<mm Z. k *>'T'^ h cr>X\ X o $zmzm*>tz 

ase Bfcofc * y-A S: ses-c ^ & . 

[00 29] 4fc. lf*Jl8IESi<O^Bfl{i. I»*JS5IE 

m<r>mi<?>y-j>.* -/w-? ^x^mzh \ \x , h?ie 
#y-AJB*t»»t ^.^ifc'tJittJiMftaj^a < , 

02(C^-f^-fe>"f 1 1, CPU2 ; 02 30F 10 
1) fc. i<^t««JB«a^RtJ:"3«iajS<ifc'C.«tt 

SS3g#B <«itf. 12CStCPU2. 04 tc^-r 
*ft^-->VROM6b ; 02 3WF 111) k, igfe 
IZffiZ-X^^ZtZftmtLXl^. 
[0030] ttz. M*3ll 4lEm^Bfl(i. If^JSl 

oEmwmnx-y by-2>mmz&^x. mzy-j± 
(m«f, 02^-r^-b^-fi 1, CPU 

2:023c^FlOl)k. dc0'C>a««^£ti*l2(CJ: 

PU2, 04^'T^tf>'N- > yROM6b ;02 3c7)F 
111) t, ^ffl^T^iikeWakLT^i. 

[00313 znm(&&im<omi<r>y-j±*v v v 
- ? a . at/i»*« 1 4 KifcofKJio* >• y- 
£.mmtz*tu$. ^yu-^y-^mzm^^hx 

iz. mmzim-t&zbwx'Z, z&m&y-j* 
*mmtz>zbtfX'*&. 

[0032] f»*«9IE®<0«BBii:. IS*fl8lE 
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-<7)$ite<omi mtu. mtm. ftftwm) t lx 

(M±l£. 01&T/02K7jrr£tt 

[oo33] *>t, m&mi 5tiX03t?m. tmmi 
««*>f*fl: (w^fcf, KjasL t L-caiaj?- 

1 1 ) X'hhZbtW&bLX^h. 

[0034] ze>m%m9im<?>mie>y-j>.* y hv 

[00 35] 

imxommcomm] ot. Hi~B3 7£#saL"c* 

SMHfcHSfcy-A** h7-^yXfA, &tx*y by 

[0036] [SBIODHMSOJBJB] 01-03 3 
£#JH L-T . m 1 fiOHte^SSCtJttS * y r- y- A$£ 

s. aix^v hy-ASsai SrfijfflLJt y-A^.«y h7 

[ 0 0 3 7 ] m 1 (OSM^SOf-A^ •/ h V- ? 

msaasixTttfflSii&^-y hy-Agi <ot. y- 
a§§b 1 1 Df a. @ e*>» 3 y-Aag* i y- a 
s* i a t * i/, iifi5fe« e etm<v%t>w o y- as 
*i^y-A^*iBi:Bf^. ) k. amy-Aco'ga 
ai/y-Aroy^AcoiEft^-r^Jt^^x Mfw< 

2 0k. (02#gS) . 

[0038] y-Ajg* i fluar, j^mis^p H 

S (Personal Handyphone System) ^coy— ^iifU&tt 
Sr^LTfcO. iH^mg59*^r^yyi OSrig-C. 
^^-*7b3 0^U *.Xh^-yN'-2 0'\.T 
i7-bX-T-I.Ci:T-. y-ATDy^AT-^^A#L^ 

A^tJty-Aroy^Ay-^tctJt^ot, m 
Hfftfc&*«!«oy—&,J8* i b k a<i««LfcttS8-cy 

Hi. «*A*»3 6A*sJ:iraj»3ft*ai3 6B£«;t 
-CiS 1 ). ilfSSti. ffiffl#^J;^TW^A73SP3 6AA> 

(03 4#*O SrgT^- y Y r 7—7\s\W:X'foh4 V9 — 

*-yh3oz-ftLxmi&ft,<7)m&zmmL. $.tz-<v? 

-*-y b 3 0 *H-LT&&mKKZ&XMBMi^frt>m 

mztit:%F7 : -?zm%m&9izt5^x&mLx . * 

^3S£35 3 6 B *>> £ . 
[0039] *i*«*£StBH-*-4. 0 1 14. y*-A«* 

i oM-mz^-fimmx-hh . 

[0040] y- AS* 1 (4 . £frKBB < 



$r*Lrfc»9. ?r*gf£IBl::(4. mjS«7>;t>. ^-7 5rff3 
rONjJf-3a, TOFFj ^r-3b£0ft!l. mS^H 

3c ge<0&f1^4:^Tgi5#B«£igtRLT<E^B 
5RCSffSixS^*-'y#^-3 d . A- 

fc*a5»iB«^«*«a*-&*)«3&»^> =5: & > 9 - 
it^m^hm*^v9-v*.m&:-3^, 3i 

v am) £mfet&tzib<7)'*-vm&*-3 j, 3k 
r t . i j , mzgrnmrnt Lxtafeztitzmsvi- 
v<r>Mtmi&&Mm-hK#><mttmimifi*- 3 1 , 
3 m r«-, -j , ft&2titziimtemmi&i?t&mz 

SWfr&fi.* rg#*j Jf-3n, r^^-hj^-3o. 

^O-fe yfll, A-3- HM^IX 

OSPl 2. ^&A7J&3 6A. atffPM»3 6Bi« 

[ o o 4 1 ] fijfey-Ajg* i <ot»fpnsm4« 

5^B4. Sl/*^7l 3#f£tt£>ft.&. ^354(i0iJi. 

ui , r i# j fflicomMJ^B^a^x «j r , 

<0^b&> coMf^^ i ->X*>\-U<rmm:WM 
L. B«y-^k LTK 9 ^Jx(fA 

[0042]-^, tuiey-Aig* i <o*»mBtc{±, 

SffiA73$:fi : 3IStMff$ixi»y>-df-3p ro- 
9j . Sl»^-3q f + , -, x. =j , #«r 
-9X-)im<r>TlVyr^; V*- 3 r fA-Zj tfffcft 

[004 3] 02(4. y*-ASg*l A, lBi:*XNt 
-a'-2 0 k*M >-^-^ y h 3 0$r^-LTii«^$ 
fLfey*— A^-/ h7-;yXfAi:, y-AS*lAC0 

vf ®$&<r>m®.b ^*t/o -y ^ mx-hh . 

[0044] 02 ^-TJ: d tcy-AS* 1 A(4. C P 
U (Central Processing Unit) 2. A7JoE3 . 
4. ^fIBWHHSS5. ROM6. RAM 7 , ^RAM 

8. j£gfts&9. ryyygpio. ±#:-by-9-i 1. 

2. *p<7gi51 3. atX^ATJ 
nP3 6 A. S.t/^^g83 6B*^«^i$<xS 0 y- 
AS* 1 B t mm<0ffif&X'$> h . 
[0045] ^;t^XMf-y^-20{4. 02^-TJ: 

y-Aroy^AT-^^tstttTv^y-Ar 

n/5Af-^ROM2 2i:, jlfi«^$it^y-ASg 
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*1A. 1 BCW LtI*$^y-A7D/5 Af- 

-as* i b fcoia-c#»r-* ( y-ApWr- 9 ~ 

£!KiI-f.g>tKil!a524£. y-A7o/7Af-^RO 
M 2 2 dlClt^iXT l-> 4 y— Af- 

$fc^«oi!fi«yi*K gftL^yw^fwiwy-^^iK 
aa8S£«nirrscpu2 1 bfrt>mtfLZti&. 

^il&LAN (Local Area Network) & v h 
CO 04 7] y-ASSfcfcl ( 1 A, IB) C0CPU2 

5&0ffitt«*fc:1§Hl 5 tlX ^ Z&nmWTnyy A 
*ajLTRAM7fc-H9t&ttU ^ISTny^AtC^ 

< s-asas^^rr L-cy-Aig* i <r>&«*Mk#mmt 
s. cpu2ii «iiEK*ffl Lfcms&roy 

M7|c«*W4i:i:fcC, f^l»injSS 5 ZftLXm; 

[0 048] CPU 2(4. ty^-^M^f- 

3 c tvt— yflqft*- 3d. ;\'-3- H 3 e fc V w 

®mm&ftwm (08-01 omm) . y- 
AaaaiRMHi (@i 1-01 2 #03) . y-^^is* 
auvi (Hi 3-01 5#bs) . w&v-tiw&m 

(01 6-01 9#M) . y-Ay^vo-KKM (0 
2 0-i2 2#I) , y-AJtfl^a (02 3-03 0 

[0049] (08-0 1 0#HB) 

fcfclrVC. CPU 2(4. £B«>*fFCffla®*£SJgL 

[0050] h*"C(4. ROMe^^-! 

R O M 6 a (CtStt? ixT V ^#g?{4c7)gp^H«*^ 

ffiK<o«f»a«**au?sn6i:. cpu2(4ss?s^ 

RAM 7 £f dlf-f £ i: i: . .Itf)* >9-"Jjl^-9 
IZttfc Lfcgf&m&Z&frt-V ROM 6 a*>4>tt*aj 
LT -q^RAM8(C(SjML, *»#iB«£«*£;lr*T 
«ateB*£fBSU 1^354 lzmi2-£&. A 
-3-F*-r-'T(4. CPU2(4y-ASg*l^^Krti 

m*Mt>tLfcj<-a-VT-?£mmLx^>-?-~sjL 



7*-**»tf»U RAM 7 tcfeig-f& ££*>(::. COt 
V^-y'af-^ fc WIS L gMrB(£ £ <- 7RO 
M6a*>^l^aiLT^BgRAM8(C|KjIt. #3B#B 
®£ifflA£;bitTTO&B{gi£ffr£U 31*354 (cSbn 

^mu9 zit ht-A- 2 o <,zmm-t& . 
[0051] y-Aasssw?H (01 1-01 2# 

83.) {CiJ^T. CPU 2(4. *Xr- -^-^'-2 0*^11 
fl£ix*:. 71/- HTttfcy-A^fflHfcRW-i-r-** 

sttt & t . >i<7)y-A<oasT-^<7)4'A^7v--r 
^y-A(o^^«ffi-r^«(£*^^^gi54(c^-r 

-ANo. $:^r-+r->'s'-2 0A.^fg-ri,. 

[0052] y-AWSHWMaai ( 0 1 3-0 1 5# 

B3.) |c*»vt, CPU 2(4. *Ahy-'<-2 0frt>m 

mztitz. y-M*f&mm.mzmth y- 9 z&trt 

^gS4(ca^-TI». y-A^MflNo. 
n«»i:S^S^y-AO^m«MNo. J*xMf- 
A-2 0^iIfI-rS. 4fc» B5^i0^y-^*^^h 
-•J--A-2 0*^3MmSfl& k . gfiL^JfcSy-^S: 

[ 0 0 5 3 ] /l^fcS&ii (01 6-01 9# 

Bg) (CtSV^T. CPU 2(4. *XhV--J<-2 0frt?m 

a*y-^(c^v^r. *mmx'**vv (sst-g- 
«f^)^a(cfcv^T#y-AS* 1 a. 1 B(;fcv^:# 

A^?tlSfA-7 hr-^5:jMfiL. 
y-v-yhSr^OiRL. «««^R<0*«*»6t-e^)rt 

[0054] y-Ay<7>o-H5aa (020—022 

#B3) ICfcWt. CPU 2(4. *Xht-A'-2 0*^ 

y-Aroy^Ay-^Sry^v-o-H-rs*^*^^ 

Xh&b%ixtzi%&\±. ±-t** 2 0*^-5- 

c7)y-A<?)^y- ^5:SftL. gfit/c^y-^5- 

^gP4(c^-r^ <> -?-L-CA7JSP30^(CJ;oTh5 
IE^y-^(ci*/iE5-r&iS«)i@y-^SriMSL. 

h-9--y\-- 2 o*^y-Aroy 7 Ay-^ Sry^^o 

[0055] y-AittffJJUI (023-03 0#HS) (C 

isivt. cpu 2(4. A^L/iy-Aroy^Ay-^ 

(cfi^V^Ty-A$:||^-r-i.. £tt-fe>~9-l 1(= 
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ffctif$8£ RAM 7 MtBtrfSfci: *Xht-A- 

2 o i,zmm l . MSffl^coy- as* i b ize&t h . 

CPU2H S^co^yf-iSj-T-fB. 

i&b&ni, N2&f^fi!<;tT«^sP4tc^-ri.„ y- 

<7>ffis$£ fctiHffl»k i^-afc**— Artg-r-*^ 71/- 
^-^♦WWRKJEtTraMteWfRN 1 . N 2<D3ltiH> 

[00 5 6] A^gE3ti. Mie roNj dr-3a, r 0 
FFj^f-b, rty^-y'^Mj jf_ 3c> a--7 
ffr£*-3d, ^'-3-^-3 e, 
f . r ffl#J 3 s, S^V^-^j.SJR^-3 
h, 3 i r A, V j , y<C— yJS5t*-3 j , 3k ft, 
4 j , SS#B«aiiR*-3 l,3n.r^, ^, rg 
fij^-3n N rx?-h j 3f-3o, f-^-S p. 
fSfJt^f- 3 q, Wr<7K-3r > &t/^-l- 
s fcfltt. *?TLfc=*-Of¥Tft-^£C 
PU2(caWrf&. :*-h;y^r^vMr-3s(2, 
Hfw>*-2 0fc:StLT#«T-^«:jM«1-SIS{w#Ta 
fPS<l4*--C*9. hr-f-*/Wf— 3 sa&W 

ffc j: a««fc*^ mt-a- 2 o >m3]««:*8h- 
4. 

[00 57] ROM6l±, miieCPU2^>'-ASg*l 

IfrT^fli!. S^N-7ROM6a. ^tf>'N 0 - > yROM6 
b, >7t-y'ROM6c, ^#SR OM5rfi|^.TV^ 

[0 0 58] 1311 **^s'— >yROM6 atZffifiZti 

; n- >y r o m 6 b £%ja $ ixr n & &&#mm <D-m £ 

jj^0-C#> 9 , 05Ji, ^•y-b->''ROM6ctClSJrt$ 
[00 59]S*A t -7ROM6ali 03£jjH-«k3 

fc, *J3'J LTlSfflg^-'y R o M k&Hrm&fr*-V 
ROMbtffoh. 03 (A) limm&fc^-VROMcr) 

\^X. Ztl-ZtlJS-VNo. l~20k LX20mm<7> 

®ttmmffimztix^&. 03 (b> it^mm^^ 

->yROMc7)IB1irt$^^LTJoO. MJ8*#/*-'yR. 
OMtiajat^ m. P, M*, fUEt^o^*lS»* 

-No. 2 0 h LT 2 0 !IS<?)as#Bttft<iHt3 flT V * 
[0060] Stfit^— yROM6 b(±, ^'-AittT^ 



tv^. 04 (A) it rjgji j «®^tjv^Tftffl$^S 
£tt Lfcy-A»frfc#&jjU&' N'-'y ROM 

nffigfc&^xmszti&ikftmm'y-AmxTWizm 
tx$&iik*kztx& , i&^amifthiiSAfi 

i&<r>o-h, r&i, j #©C£{f|,$#Hi&^->yN 
o. 10 1, 1 0 2, — LTfBteSftTHS. 04 

(b> ^-ry-AittT^+^ffl^-'yROMtcji. 

0. Ill, 1 1 2, -tLXiZ. / &ZtlX^&. 

04 (C) l,z^y-J±m?r&<PWnm^— -yROMtc 
(i, r«< j «©ttj{fi,gp^M^VN"->yNo. l 2 

1. 122, -i:LTKtt3ivCHS. y-A 

4fctf>^»«*B*/'C*->' (PHI*, r«ffi:^ 
[0 06 1 ] ^7-b-yROM6 cJi, y-AcOitfi^ 

[0062] 05tc^-r«j:dt;. ^■/•fe-yi*i^ti s y 
-Aitfirit^lE&i: . w&tztt&Lxmn-t&mtt'* 

->yROM6bt#jDfWTfB1i£ilTV^. ffliJf, 
r&S j ffi&X- «i, atf^^-'y ROM6b05A-7N 
o. 10 1, 10 2, ••■ (04 (A) ) sWfijgSfu * 
■y-fe-vWgk UT i"t?rt>o< ! ! j *VO> 
■S. r 06 J *t<Bt1i, «fflA--7ROM6bWA'-7 
No. Ill, 112,- (04 ( B ) ) 

r S£< J ttJBTtt, «tfA'-7ROM6bWt-7 
No. 121, 122,- (04 ( C ) ) 

[0063] CPU2I1 y-AjtfircORff^ap^T'^ft: 

-fey-9-i i frt>m%ztLti£.temm. h&wiy-j*?) 
mrrmtizmtx. , r^j, r^<j^ 

Sr^< y-fe-^'ROM6 c*^Sg^aiL.T**gK4{c;^ 
-rS. J>&V^{±. ^^SC3 6B*^W^iil7]-r&i: 
k t(C «^(C*fJEDL.^«'W>'^- > yROM6 b*^^JS 

U RAM7tCtS*frT&i:ki>tC. ^ge4(C^$-tt 

[0 064] 06ii, RAM7SL^^.RAM8tCl5^ 

^tih^M^-9^mmt.<nm^.^-tmx-hh. ra 
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-*»*HHtt7 a , 5*fl# I Dr-^fSSft««7 b , y 
-l±<rmWr—9 ( y'-AN o . ) tg*<igiii£7 c . y- 
Af*|gj§yfcy-? (IMPo. )«*WW*7d. y 

-j^y'uT'yA.T-'rmtmm e\ ^rams, ?• 

7g, £ttfit$Bfg*rt«i£7 h , y-Artsgy-^fglftfi 
$7 i . SLlXy-Ajt^tfT'^y^-v-'AT-^tS 
lft«iS7k?r%-rs. 

[0065] ^t&mty^-^j.y-'-^mmmmi ate 

t±. ftj^£<KHteBfefft£B!a (08-01 0) 
^XfttfL$ti&®.mkW&co&^-V (HUB, it, B. 

P) W-7No. Th 'J x-T-ftfte 

( y-A«* l a ) ^MLfciMii^y^-y 
*f-? 060 r**fc# : B#j tH) ffl«ffl#0 
y'-A3i*l BtCfcUTffrSSfu Wht-A'-2 0 

* (06 W r««# : ffl#j «) b. tfhi. 
[0066] I Df-^fSI«iIS7bWl BE 

oy-A4fg*oHifi^ i D*»iE«$ii* . mmm i d 

fi. <?iJ;l«\ *xh^-A-2 0#>£>-5-;c£>*i..?> I Da 
- H , £ tzim* (Oy-AS* 1 A . IB 

*> T'$>&. y-A<3#B»tel3<<v?\ ^ht-A- 
2 Otc««'r-?*i£«^-*IRte, Sl^ft* I Dtffc 

[0067] **-^OWi7*-?ttlfl«l*7 c <£«, ft 

jWiy-A«Ha»wrai (01 1 -hi 2) tcfcwt 

o. tfB&ZtiZ>* 

[0068] y- AOttftWjfe-r--* < WMflRN 

o. ) «*ww«7dfc«. ftj4i--5»^-A#ra*mMa 

[0069] y-Aro^5AT-?lSII«W*7 e 

fitffrf 6 y-M.yo yo- Fjjyi (01 6-01 

[0070] MRAM8Cli. ty^-yif-^t 

^— y r o m 6 b a»fcin*a{ ztit:&®<frwmc7>&i$m 

[0071]f^7 hx-? fSlrtTliS 7 f fcfcjt. ft^T 
4J*R/l~-/l^£«BI (116~il9) A jiff 

»l(i2 3-i30)fm^, 71/-t-CJ:o 

[0072] *rtg^-/kr-?«||»HS«7 s Mi. tm 

■t&Mmu-^m&m (01 6—01 9 > tctji^T* 



[0073] £.fatfmtmim7 hta, y-Air<T*a 

3 (02 3—03 0) fcri^vt, £fls-fc>"tM lA^JX 
#3#t4£{WB« (Mftifcr-?, «ff*-r-*\ fteS 

[0074] y-Art«-f-?»«i«sw7 i tcti, y- 

AJtff^a (02 3—03 0) fcfclrVC, *Xbt-^ 

- 2 0 frt>&mztix: y-j*<M&s*m&sb* ^ fcy 

[0075] y-AiUfittfT-o^v-^-^'Ay-^^s 
^ffliS7k^ti, y-A<75jttf?it*(c;fcvvc, y-Afi 

[0076] jM^fISB9(i. fll^fljg. P H S (Person 
al Handy Phone System) ^ttfg^gtCj: oTfif£i£ 

[0077] i*£fi$ft&T-*fc:l±, Witf. *x h 
t-A- 2 oA^iefiSft&y-Arruy^Ar— ^ 

fl!jcoy-Affi*l B*^^b-9--yN'-2 0Sr^-L-ClK 

jM$fL^y-A^y-^. y-A<ow»r-:7. 
fISS-9 « BtfiB^-ay- ?^i- -$w <- 2 0 ^iUft^- 

[0078] 1 1 <±, 71/- ^-^ISteSt^ 

-9"Cft S . 0 1 1 Izjik-tJ; 0 lz. £»ftfEl=K»tfc*ufc 

[0079] KMBXgP 1 2(i, y-Aig* 1 * 

7JgB30A-3- H^f- 3 e 1 C P U 20 

-FJt/^-yif-^MLT^ CPU2(C3li 
f-?tiRAM7<0ty?-yaf- ^*S^fS1^7 a(C 

[0080] <5:tci!)f^^iHHyi^^ . mToSMHrti. {4 
( 1 ) y-Asg* 1 ( 1 a , ib) etjt, vc»t 
^ix^^a^aicov^TSiBiiL, <^(2. (2) y-A^- 

•y h>7-^^xyAi0^Xh-^-/N'-2 0T'l^ff$^.i> 

^fflXOSfc-pv^T. y-A«a*i ( 1 a, ib) teb»t 

[0081 ] (l)y-A5S*l (1A. lB)lCfeV^ 
07(i. y-A^*l(cfc^T^firS^-sy-Ac7)^* 
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[008 2] y-AS*lOTy^-yiM^ 

-3c <7>*-mEimwxJi ztih tcpu2ti 
Th$mm®.ftwm < 08-01 o#m) 

-3-HN0. t^je-ri.^-^No. cv®ttn®.<7y& 
f8.mz£-ox®m&wm i ft&zti& . cpu2ii, ^ 

in?*. ) SKy-AJfcfci I Dfcfcfcfc 

f7rs 1 ) . ^v^-^^y-m. &ffl&Bffi£tt 

[ 0 0 8 3 ] *(c . CPU211 imt&y-Awsm 
mm (01 1. 01 2#8i) y-^as 

■*-&flU!T**. **h^-A-2 0*>£>gfIL*:Mi: 

& t , cpu 2tiMii?$ixfcy-Acoa«^^-ry-A 

No. £&£««9£ttLT#;*b-9w<-2()Aj^i 
f ft (^T77S2) . 

[0084] -^LT. CPU2I1 f£i£rs ^*-A«»ItI 
SMUBUI (01 3, 014, 01 5#BS) £B»W4. 

SBrfSfctf*:. *Xh-9--^'-2 0*^^-A<7)f«t>^ 

\^—Mzm%th9mx't> h . y-x.sg* iaodcp 

o . £5IfI=g- I D 1 1 fcjfc* 2 0 Ajgffi-f & 

3 ) . ?-^<nmmfcmtf&8trrz> ( a#jp** 

[0085] *fflfcP-fl'08i}@!!a ( 0 1 6— 0 1 9# 
Hfi 1 L J: 3 i:"fft y-A^-^5r^tl»ji!llt-J, 
ht-A"-2 0Sr^Ulv^f^y hx-?£>*gfi 

-fl> (Xf77S4) . y-^ma^mcr>^m<DTX' 

[00 86] CPU2I1, (s6fflf5t'-A7n 

^•yAtCO^-COy-A^Va-h-jaa (02 0—0 
2 2#M) Zmtte-fZ. Mtsy-A^ya-HjU 



A'-20A>f>y-A7nmf-?^7'')yn-K 
-2 0(Cjfe^3i!!!iBiT'$>ft Uf77S5) . 

[0087] ±j&Ltz®mm&ftmm. y-AJim 
y-Ayv ya- kmmrt Lfctt«T« 

1 A<7>X?-hdf-3 o#J?T$iX&£ (XT7/S 
6;Yes), y-AcOjtff^QSSrllfl^-ft (02 3— 

03o#bs) . y-j>m?T%mkii. mtif. y-Ay 
uy^Ay-^izmttzy-Acomn. m/y-AWn 

im&w&<7)wmmi<m<r>>imx*bh (x^-sts 

7) . 

[0088] mzlMV&tBMlz^X . 
CMfTi. *-f. 08-01 0>#BSLT(Hffl^a^ 

BBt57a-ft-hTA l 3. 09(i, • 
^8Hit47n-fY-hTftO. 010 (AHi. ffc 

«$n^^M^CT$-^-r0-C'$)ft. 010 ( b ) 

A-n-KHPRSi 2lCT^'-3-H±^»jMf^ 

[0089] m8iztt®m&w®ftjmm£t$^x. 

it. CPU2^ai^-»#ft^Sr^ffi-ri>t (x-r-y 
7A101 ; Ye s ) , ^^-i^ffrfct- h'Ufg^ 

[0090] Cl — K^fcVvC. 

-7MJf-3d^Iff?iil»i: (X^yTAlO 
2) . AC-«yfcJg^*£fcTffiUM£H*£fMW-4'< 

•r-*«o«ttjfcfc lx* ^y-ttewma a 

(XT77A103) . 

[0 0 9 1 ] ~t&b. CPU2(i 1^^-7R 

OM6 a.frt>f& 1 ^i^y^-xiJMfS^ 
■«TNo. 1 j £«*art- (Xf77Al 04) . 

[0092] — Xf77A 1 0 2£*>l'>T>'N'-yf£ 
j£df-3 drt^fl^ix&^iS-^U: (Xf77A102; 

No) . K-3-H^-3e*<*#$*ifc3&»S*»36«flBr 
$ixft. a'-3-H^-3 e*>lf^?ilit^li (Xr 
7 7A1 0 5 ; Ye s ) . v^— 3— KSrg^JKoT^ > 

[0093] Ffl* ; e-FfcJ:*tfr. e^j- 

Wfl^O^V^-^aififR) . fftty^-y'aii. 
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x. sftcowmmmt Lxmz,Am<?>mmmmzm 

[00 94] cp\J2\i.^y^- : JjLT-9<r)i(m9tt 
LX*zy-?-it2.7—?tmm&la.<r> r@#j OSIW^E 

y?-=j^—?tmvmzm , &-$& (xfvrA i o 

6) . A-3-Kx-*tf>K*&*BUl£fT 

H*i^'-A3Sg* 1 (dWt6*Ute^-3- 1 242 

i***»^-*«»K9*ifefc:J: 9M*iR£>ixft. 
[0095] ifcti, HI 0 (B) fcjSTJ:3lC. <6UI 

»4K3S5LTtJWf, ^^tl3 5<7)Sffi3 5 adi, 
*M«RO«M«5H«N 2 1 jWTO!3*iTV** k 1 1> t=» 
.Iix£>mmB<£N2 1 *f&^4Rtefl»*>;h.4*;'* 
-yjL x-^5:*-r^'-3- FN 2 0 #«JE-WC TO 

a-T ft A- a - K n 2 0 ±Sr . AJg* 1 CcfSft ^>ix 
FWKffi 1 2 £1? LSTWfcSlHIfW-* 
<?V^C\ ;^-3-HN2 0«. ^'-Aig* 1 fc:t£tt 

[00 96] A- 3 - F -f- * 4 i: 

( 77a 107), cp u2iiA-3- Fmrnum 

£ WUst ft . Cl^^'-rJ-F Billtti . Sg^JK -5 fz 

(XT7/A108). a- n- Fjjfggaostfsrr l*: 

•tfJBJr^ftftfc Uf77A109 : Yes) , IXitL 
V 9 - ! J i 7-*- ? £ R A M <r> * >- 9 - i/' a r- 9 *8 
ttf!^7a(CtS^-rft (Xf77Al 10). 
[0 0 97] ^CPU2lt ^f^TAl 0 4^*3^ 
T^ajSfufcS^-'yNo. 1 <7)S-gfcfrH<gL £>ft 
Mi. X-f/TA 1 0 6-Xf77A 1 1 OfcltJVVCK 

^y^-y'ii LT*^4t^:$-t*:ft (^f77 
Alll). 

[0098] iCTH9*#8aLT-&«-«*«HK:o 
VvClttHfl-tft. i*A*-7ROM6 atiE« SixT V>ft 
««*I«W<-7No. #f§5£$ixfti:. CPU 2 
(±. W-7No. fcttJELfcffl#H«*R*ii}LT 
e^(B0^V^-^' J L7-'-^1 ; Stt^7 alCf&SfrTfti: 
fcUC ^j£RAM8fc«gjM-fft (XT77A2 0 1~ 
A205). C<7)i§-£\ ^RAM8-C-(±miW«*{K 

nteBtt (i*^y^ya) £ftj&-tft#as#a<i# 

SUfcgfl4fc:^$ftft (Xf77A206 ; 
01 0 (A) #HS) . 

[0099] ^viT\ xt>^3com^ys-=j^.mm 



r A, Vj *-#i£f£$ixfti: (Xf7 7S 1 1 
2) » a^^-i^fcfgg-tft&yN-'yNo. 
r N o . IjH TNo. 2 j H^ig£fxft (Xf77 

a 1 1 3 ) . -rft t . B«fe«** y^-i^a. fc Ltjgje 

$iX7tg8#B&£jjrf ^->y No. r 2 j Izf&t-X. S 
*>N--yROM6alClE'ti$^7t#gP^a« (£0tf§ 
^ ^tA-7No. r 2 j ) £K*il}U ■ ^ 

Ma^nff lt m 2 cos** v ? - is a. *&>m a izm 
[01003 -ttt-h. ^^^-^1^-3 

h, 3 i r A , Vj tmWZtlhb^ CPU 2(4, Xf 
7 7A1 1 1~A1 1 3£mK>MLmrL. ^-^N 
o. r i j ~ T2 0 j t LTffili^iXT^ft 2 0«g?) 
a^^-i^^K^^jfc^ilT^Sftft. - 

y ? - ^' a. £SSiR LT**^4 ic*^2 ft . 
[0101] yt— yflBfi#-3 j , 3 k r t . i j *«« 
f££ixfti: (Xf77Al 14;Yes), )^-V^. 

^<r>ft%k>*-v*&m.<r>rt-v\,zTg&th ( x-f^rA 
ii5). fltf.tr. Hfriex^-/rAi 1 i-x^ /t-a 
i i s^stcto. ^4c^5atv^, ru- 
— ^-cr>^mt^jm&mmz^m^ v^-^a. 
fliisf 4#au»««<o 3 ^ft^^Ti-B^^fflo 

j , 3k r t , 1 j *W!tthZ.tX\ WSBEBkMl^ 

-v^ti^-Tft. 

[0102] *<r>m. &%mmm*- 3 1.3m 

^'Sf^^ixfti: (Xf77Al 1 6 ; Ye 
No. Sr^jg-Tft (Xf77Al 17). CPU21S 

Mas?$n^N*--yN o . izttm^huftwmmv* 

Tgp^B^* 5 ^M$ix^ ; E>-^-^ J .5:^g|54 
-Tft (Xf77Al 11). 

[0103] ZiXizX <0 . 7l/-t-ll. *^gB4^ 
^tR^n^-^Tt^t^^-^'iCOd^cO. #aogp 

Se-tftdt^r^S. $A>{;. ffllWt— ySr*&^LTl» 
^•a^Sr^-rft^ti, Xf77Al 14-XT77 
Al 1 7cr>%m£WiK)mL. >*-y¥ti&-3 j . 3 k 
r T . i J cotiflH. &^a5*B«SS?^-3 1,3m 

— j ^jf^J;oT. ^H^^-'yicov^Tco 
®ftmmz%ML. -^m. ■ m^mm^mnLx . 

ix^ - V * t**»4 -tirft . 

[ 0 1 0 4 3 <£ LTri/-^-A^M-rftm^B«* { 
f*fc*ufc»£fc:tt. A7JI53CO ra«j df-3n^«# 
•Tftt (XT77A1 18;Yes). ff»Btt<0^« 
J&S^TL. ^RAM8tcT^^$ixTV^ft(K 
W^mzftfcth&WrM&W-VKo. 
-yaf-i'l: ItRAMyWffimty^-yaf- 
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ftmmm aiztmztiz (^7^1 19), 
[0105] z<DQm*mi&ftmmx'it. mtum 1 
o(a) ic^-r i 3 zwmwwiN **-t-£ 
4. ^110 (a) tc^-r wmmaw m. s^-? 

-7ROM6aM. IfciB. 18. @. Pi=OVvct±yN- 
7No. i !r No. 1 j „ &iZ-o\,vairt— 'VN o . # 

r N o . 2 j «9&#B&*^!R3*VC-&&$*vt^S. 

[0 10 6] -?-<Df£. CPU2I1 tV^-S^f-* 
fS^^7 a£tg||<j?iXT^ 

-2 0^3MfrTI» (Xf-yTA 12 0) . *Xh-*?--y>' 
-2 0Til SfttJt^V^-^X-^. StfiMfl* 

1 D 4 fcfcifc. t^-y'af-^^S 
flL^l-cOWf^-y-fe-^SrjMftTC (y-AS*l ) 

7A121). 

[0 10 7] Hll-Hl 2Sr#BgUTy-AS 

ZWm-tZ 7 o-^-v-hT£>9. HI 2«i. y-Aja 

[0 108] Hi l tsjVf-y-AWffiMWBllcfc ^ 
T. t-T. CPU2li*Xht-A'-2 OA^SiR^Itg 
fry-AOHScOx-^SrSfaLT. HI 2fc:ijrf «k3 
&y-AjIHRBcB4 a££UngB4 tc?|i*-f 4 (Xf-yT* 
B 1 0 1 ) . 

[0109] ttfrh. 1 #>£>*X 

- 2 0 lC*t LT . TU-^TSg^y-A^««Or- * £ 
S^-TSi:. *xh-9--A-2 0{±. y-A7n/5i, 
f-^ROM2 2 fcieigSfVt V -> 4 y-A7Dy'7 A<7) 

o. . y-A«fj;£*tr. ) &y-Ai§5|Uic**LTji 
ff-r 4 . 112 Kjjrry-ASSERM® 4 a fctt, r #<7) 

-yMlt, y-ANo. r i j (?) r 

OS^^G 1 . y-ANo . r 2 j o rassa»y- 

Aj coa^i^G2. y-'-ANo. r3jcor^-u,_ 

$ fix a >o , shr-t 4 y-A * 4 #4 > 

:?P#*Un$ix4. 

[0110] ^<0f£. A7J&53 y«J&*-3 j . 

3 k r t , 1 j £0jfmci-?T. HMiea^i«^G 1 , g 

2. • £7)d*>. 71/- V-<7)r^-L7tV^'-/,£7)aS 

s^twuTdf-f >?pimmztL. mw.*W£thtz 

»6 r Sf*J *-3 nbmftZtl&t (Xf77B 1 0 

2 : Ye s) . C P U 2«>IiiRL*:y-A?)y-AN 

(xf77B 10 3). $f,CCPU2li. StR$iX3t 

A-2 O^mm-tZ (Xf77B104) . 



[0111] -f-LT. ^xhtf-yN'-20-C'(±. y-A 

£^g&4 K*^rt4 (Xf y7B 10 5). 
[0 1 1 2] HI 3—H1 5£#B3L-Cy-AW 

ia**Mi«£iw»f *. hi 3<i. y-Aftfa»«5&a 
zmn-t&7v-+ j r-h. Hi4«d. y-j*wffi<m 
mmt^m^m^-tm. hi 5 a, y-A^^s 

[ 0 1 1 3 ] hi 3tc5^y-z,MiiBBwai3fc*j^ 
t. y-ASi*ui, *xh-9--y<-2ot*fLT. y 

-acoss^. -ecoy-A^mra. ^*a^^x- 
[0114] y-ASfs* 1 a. assfa»9 , * 

X h-^-yN- 2 0 A^y-A^^co^-^^rgfi-t 

(Xf77'C 1 0 1 ;014f.l) . 

[ 0 1 1 5 ] Hi 4ti. ^Lfcy-AWa<3**tt81 
£*^US*ifWB4 bO#|£jSUCV^4. y-Aft^ 
^^*ttiftcO^HM4bWi. y-Acoa«. y-A 
B8*ftB**!L 5£R (¥mAffc> 3*i4. H 

1 4 t^-TfiajT'fi. ^IMKffiN o . r 1 j (cu. r A B 
C^-AJBIK^ PM3:0 0~ SS2^($>i:2 

r2jdi. rxYZy-AglSC^ PM3:00~ 
)tR4^ (ht 1=&) J tV^^m«?)lB2. tV^ 

^$iiTV^|>„ 7'1^— ^-7y>i:*<oy-Af4>^ 

[0116] y-Aim^mvtdicr>mnmm4 hiza 
^x. AJi&3*ft-f&m y? po&immz£<07° 

-3n<7)mmz£-oxmRtf&%.i*ti&t (xf7/c 

1 0 2 ; Y e s ) . MiK ■ »t£Lfcy-A<0fflaaW6N 
o. ^RAM7«y-A#^f-^ (^*«iRN 

o. ) fettmm dizmtL (xf-/7ci 03) % -e 

tfMteh:* h-9"-y\'- 2 0^ mffiR^KftN o . &^fi 
*I Dti:i,l:ilifi-ri» (Xf77C 104). 
[0117] y-A«* 1 *»^.y-A«i|BW*N o . $• 
SfiL^*Xh-t-yN'-2 0T'{i. SfiUfcWltR8lN 

o. iz^x, *®%mLtzmmimm&m\ftx'hhfr 

JtiLT. WiWvt-^. JS^7C«oy-A^* 
Cjgfi^-I.. i^:. SfIL£3MiM£tftNo. tco^T<o 
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[0118]*X ht-y\'- 2 0*>£>JE¥<y)f£StC~?^ 

* •y-b->''5:^g64tC^-r^ (X-f 10 5; 
Hi5*«8).Hi5li. y-^WTOfcttiRfc**-*-* 

i>«:SLTV*&. M^or. r . jGWLfc r No. 2(?>X 
YZ-y-J* PM3:00- 5gS4£j 

tt. 8HJJ6;h.4 Lfc. j tV^3^-y-fe->-'M2t: s r - 
^/i^m+wy-Ati. r N o . lcOABCy-ASSl 
PM3:0 0- $M2«jtt. Jtv»^7 

[0 119] Wfl rg^j df-3n£*W\ ifcti 
&T-thk (Xf'/TC 1 0 6 ; Ye s ) . y-A.ffi3 

c o i 2 o ] jjcic. 016—019 ^mLxnwv- 
ti-mmmm^mm-r^. mien. ttwu->ummw® 
zmm~?hyu-+ j r-hX'f>'o , 01 7«. hjb/i— 

;U^)^r— * 5r^L^^B®4 d <o— 0 
TS> 0 . 0 1 8 It . *f|g/P— ;W;:ov co^-v y h 4>tc: 
^Six^-f -v -y hBffi4 e O^^J$r*t-@T"*> 9 . 
HI 9(i. ^L^^-;^«*L^iffi4 f 

{^—m^^trnx-hh. 

[ 0 1 2 1 ] 01 6(Cqrr*t«/U-/I^fcffiSB«T1±, £ 
•r. *xhHf-yN'-2 0*^#Jpco^L^y'-Atc;o 

»4fc:*j5r$-* (Xf77D 1 0 1 ; 01 7#BS) . i 
SrVvk-zL-i: LT*xh^-yN'-2 0T'JS^-ri>x-^ 

mzn. 01 7^-riac r A 

fc^dffiiKT-^Tl. r B #|gB$ISj 
-*T23re<&5. 

[0122] *<o» % y-A«B* 1 Tii^Ssffl^o^^ 
^-y.a.T-^&Sft-fS. CPU2I1, ^flt^y 

^-y'af-?J, RAM7^liB#q£>-^-i/ J .7 J - 
[0123]fU« CPU2(t ^y?— Solx— ? 

*A'-7ROM6 a*>£>ff^{iJLt\ -£f£RAM8{a£ 
£^(CCPU2l^j£RAM8'T:-#gfcftMi££ 

T77D102) . .Ic7)-£j£ • ^JtQJIte, f-JUKZ^ 



toi-Z^xcvmu^co^yf-itjiT-fiz^^xfTi? 
[0124] 2 0 

-fS (X-r-yTD 10 3). 

[01251 ijcte>*-jufe:#jirt-&#y-Ass*ia-c. 
ri— - f-t ^rffl^cfs^v^w^ 

•y hr-^t ttA> t )gP3*^A^$ixl.i:, CPU 2 
\iX^t\.tz^-\ -y hx-?£RAM7<Df-^-y hf- 
?*Si&*iSttS 7 f fclfg^S fc b i *X 1- 2 

o^ft-rs. iB<o«iftteB«Nioi£fiFt^ 

«ffl^A^*Xh-»f-y^-2 0S:^LT, ff/hf- 
04:01 8#5g) . 

[0126] 01 8li. -ATihfffi-r^li^-O 

®&b«n i . ^m\,zm^<mmmmi2tm^^ix. 

X^h. -eix^-'ixcOf-v -y hf-^^^IM^ 

ajt^Fl, F2<OP«ia5K«*S*l&. €S(0«ing 
■®N l^ifi^cODX^tHL^F 1 <?5rtgptC(i, gBO 
AJjLti1-* v hx-?CH l r^Sc{±2lsiTir5T 
LJ: j #»Sj*§*l, ffi*C0(tt»*^a«N2cOiff^ 

WK§aiL*5KF2«Of*lfB{3(±. ffi#A^iMfi$iX?tf- 
fyhf-^CH2 roKT-T, j *'"*^?ixTV^I.. 
[ 0 1 2 7 ] .rcoJ: o |c. ffiriB««8/P-;K0«^^-r- 
ni, T2 ( r A H^ftj . r B ^igB$Hj ) tc 

feZti&tX'J-*- -y hjMBtffSit, 

o^T*^-r& ( roK j Jf-) fc (x^-yTD 1 0 

5 ; Ye s ) , mMLtzMW^- fl-f— ^5rRAM7cO 

&4<,Z$&Ht& (Xr- yTD 10 6 ; 01 9#gS) . 
[0 128] H^ft(i:5ISI. ^fgB#^(i-IS]H 

^Z3 0ftk^o>U-fUtfW&ZtLtz%r&li. 01 9lc 
^•Ti3^^4tc(i:. r . ^jthv— Mzft$z.i 
^7*-y'M5t r A K^-gc : 5 HI j t V ^ ttWUV 
-IVt-?T' 1. r B it|gB#ra : 30#/l[B]j k 

olz^ y-&cr>mum£Xcr>1~A> y hTjTO/P-^Sr^ 

[0 129] <J:C 02 0— 02 2*mkLX J r-l±y 

- H«raoSSiiSrttHB-r *7n-f-^-hT*9. 02 
1 (i, ^ VD- HSSMB4 g cO^f?iJSriK-r0T'$> 
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[ 0 1 3 0 ] 02 QlZvk-ty-A.yV >U— FJfUKcfc 

wc. s-r. y-Asg*ic7)CPU2<i. y-Mzmo 

rElOl ; 02 1#B3) . 

[0131] y yu— F5ISHB4 gCfi. WiliEl 

2 Kc^iri^c. tv^>7-fe- 
x'M6t. r l g#oi>o£<£5 j t ^of^ya— 

v<r>&mtf%^^zm^-?hyv>u- v^mm^Y 

^ fc 4«^t*SSr*" & y>> y o- HK«*Y 2 t a* 
**£ix. B>Tie^'>>'n-Hg^;Y2S^'>>a- 
F^S^Y 1 cr>\rftd)^^thtzih(r)^'i y?P 

tfm^ztix^z. 

[0 13 2] zcoy^ya- gfclfcivt, 
A*«3W«-'yitJg^-3 J. 3k<0*#fcJ:r>T^ 
yfi PWlTlz&mzti. y?>n- FS^y 2*>' 
i^^tltz^ (Af77E102)li. y-A«*l 
OCPU2li, *XF->J--A-2 0(;i*ft,T. f^f- 

o. tfcttCiUfi-rS. i*«*IDfc|S]B#K 

[0133] y-AS» i T-««^x-^^Sfrr«. 

10 3:02 2#B3) . $tt&4lzmkZtifzmi&i&f; 

ii4hfcii muim2 2 (c^-r <t ? ry_x.r 

d^AMj t LX. y-AOUSi r#_^_^y_ 
Aji r i oOORj fc^a^f-^Rt^'^^tL 

[0134] TU—^-lZX -)Tf(#aiII4hTO 
y-AOtt&WWigjMfcTU A7]S53W 

3 n*^^$il^i; (^f77E 104). CPU2 

(4. fe^zixtzm&tmi-tz*"/ by-trnwummm: 

y— ^>o-F2rS*-r-l»>-'-ANo. i: i> 
^XFtfw^-2 0A.jM|t-rS (XT77E10 
5) „ Cl£Oi:^|SlB#tJ*fi*I DtiMff-tl.. 
[0135] B?ie<5^ii«f-^S:SfIL^*X F-^- 

a-2o<4. sfiL^MSiijiy-?. st/y-Acoa 

^^y-Arny^Ay-^^ftU jMfi7E^3M 
[0136] y-A^* 1 T-aS^L-Tt^'-Aro^^ 

Ay-?£Sfi-rsfc. zoy-^yuVyj*?-?* 

RAM 7^y-ATu^7i>T-:?1£ttffi$7 e Kfg#j 
L- (^f'/7El 06) , y-A7o/5Af-^<OS 
mtf^TTf&t (^f77E107) . ^-A^yo 



-F«ui£*rr-f6. 

[0 137J&IC, 02 3~03OSr#raLTy'-AJi 

sjaasrtffiHfl-rs. 023(4. y-j^wn^m<nwx^ 

IWI.7n-f^-ht?)0, 024(4. £fMr>-^ 
^fflffi4 i £SrT0T-£> 9 . 02 5(4. y'-Aj&JTji 

-cfto. 026(4. (as^^jg^a ( i ) zwm-h 

7a-ft-btS. t ), 02 7(4. Mftlfc<DB#0^fk£ 
a-r^7 7T$>D, 02 8(4. {FiiB^c7)S!seMa ( 1 ) 

izt3^x$zmm^zti.tz®m&Mi$.u 1 , N2«a^ 

£^-r0T'£>'9. 02 9(4. (Rj^^^SMa ( 2 ) £ 

t&Hjf-^&^o-^-v-F-t-fc'?. 030(4. mmk<7)%z 
mm ( 2 ) izaux^m^titzwrn^mmN 1 . 

[0138] y-Aafi^firt'te. Hff-TS y-J±<7>m 

iz&^x. ±fomm>y-j±(?>mftffiMzmtx. 
^jg-rs. mw(c(4. y-^mtrm^z. 

tt-by-f 1 l*^7'^-^-£04i«sffi$g&]lX#t-C. 

^4z^t»$g(cj£ tx g ewfl^^siMN i ^^s-^h^ 

±frmmzmtxm^co®mmwtN 2<7>&®ttnm 
^mixm^^t. mm j $>mm£$m-r&. ttz. y- 
j*<r>tamn$mx'it. y-j±<vmm%t'cr>&mzmt 
x . mmm&migi n i , n 2 <o#a5#s& * ? h tzst 
mLxm^mtz. c:coy-Ajttf«ia-c(4. y 

[ 0 1 3 9 ] JilT. 0 2 3 $r#ra LT y-JU itt^Mat 

j£ § titz g y 9 - v a y- ^ r a m 7 (cf&lrt $ 

(cov^-c^y— Aro/^Af-^^y- M.y*?ya— 
vmmzx ~>x?^yu- fswram 7 (ctsjft$ 

^T*f if P-^ § ixT. R A M 7 fc*f 
*SWlS<lTV^«!IWC*iUT, CPU 2(4. y-A<om 

[0140] y-AHtt<OgaBT, Mh-A 
-20*^, ^(*:-fe>-9-l l^^-yy-r-i>4 3. Tlx- 

-v-A.coffi{gy-^*^fi$n-c < h . y-A4g* 1 ^ 

C P U 2 (4Sft L^fiffiy- ^ £ . 0 2 4 (C^-f filter 
^ffl®4 i C^tS. ffi(E^HBB(c(4. mti£ ry 
-A,M^(c$feio yy-tizmj^mtt ^7f 

F 1 0 1 ; 02 4#HS) . 
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[0141] Cl<0fl{£^4 i CL^ot, riz-t 
-^Stri^tis-fei^l l£«T.£fc±f>M:>'^l HZ 

ttSOSix. CPU2<iH-ai$^r-^$rBX#LTRA 
M 7 £)±ftfir#f&*rtffl$ 7 h (cttlfrf S t t (c^^gp 
4 . t fc C P U 2 ti , Hufe£f*:ffi*8£i*fl# 

IDtfctlC, ^^.b^-/N'-2 0^iMfrri> (lf7 
/F102). 

[0 14 2] ^<7)f£, CPU2IJ. RAM7lZtm%iX 

x^& ge^v^->-*iT-^{c«fi5-rs#si5^B« 

£g*yN-yROM6 a#>£>^iiJLT. ±j£LtlS& 
■ m^&m <09#h?.) SrHfiLT. «i«4{:eE» 

0*MiS&BC£N 1 ^r^i-i. (Xf '/7F 10 3). 
[0 14 3] -f-LTv *Xht-A'-2 0A><^ ^Wffl 

CPU2I1 gftL/i3lftffl¥<7)t>-^->''if-^ 
RAM7OTy^-y'af-?fS«Hi7 a<?)fflf 

-9 izam-r &&&ftwmzm*j'<-v ro m 6 a 

RfttttLT. ±J4Lfc^*-«^!S! (09#H1) 5rH 
(Xf-;7F 104). 

[0144] *<o». A*»33&»6f-v -y by-'-fffX 

t- * tstMitt 7 f izftm- &tki> c«j*ai 4 ksuk 

(Xf77F105) . f Yf-9<r>X 

-htmn l . r j df - 3 n tftmftz ntt (xf7 

7F 1 06 ; Ye s ) s CPU2I1 flUEf-v y h 
* £5**1* I D b b h IZ*X Mf-A- 2 0 'V&fi-fS 
(Xf 77F10 7) . 

[0 145] ^fCPU2ll MfILfc?"V>y hf- 
S£<y)f«ii*&B<SfeN 1 <!0P7ct:ftS*i.fciK*ajL 
^F lCOtplzm^ZitZ (^f77F 108;I25 

#b§) . -e-LT. S<ofc*xM?--yN'-2 0*>^coMi8 
i#«f+7 bT-'-^SrXfi-r^i: (Xf77Fl 0 
9) , i<0«SLfc-f-v-b'7 ,r -^*ffi#<0«»ISB« 
N 2 W P7C(C#$ ftfclKS ffi F 2 <7)Wzmxk £ it 
h (XfvTF 1 1 0 ; 02 5#gB) . 

[0146] ausauttt, sea 

vftmm^<?>zti?tLiz^xcr>{fmmwmN 1 . n 2 

tDK£iBL^F 1 . F2tft7hf-^CH3, C 

H4a*3w3ft4. a2 4(c*-f«iT«. eeo<«*£ 

B(£N 1 iODTctc^nSfx^DX^a L^^F 1 co4^c 
14, r 30jC<y)*tfflT'-$-j tV^ft7 hf-^CHS** 

^D?:#aiL^F2c7)4>Wi, rgf££ T -^;^ s 
! j tv^f+7 h7-'-^CH4*>'a^$ix-CV^. 
[0 147]<J:lC, CPU 2(4^2 ftT^&fttMI&B 

§Ni, N2^, ±fMt«(c»lSLfc«i^Ja«**-r 



T. i&Sf&^SSQJI < 1 ) i: LT02 6Sr#MUTIK 

[0148] 02 6tC^:f (Hffl^^^MJIia ( 1 ) t^tJ 
Wt, *XNt-A'-2 0*^, 

UHRfcWS-*-**:. y-ASg*l<y)CPU2(i, SftL 
fc*M«*RAM 7 ^ttefimffiMffi«7 h iztmt 
h (^f77F2 0 1 ) . 

[ 0 1 4 9 ] * LT. iB2W^¥^*«ffl<0tta t ir 

& . 02 7 «k ( a ) i^-r nts. ( b ) izjfk-tmm. 

[0150]Xf77F20 2<y}«SMC^TJWfiifc** 

is^ffi ( a ) aT?$> h b pm s titiOrSit , 'tmmi 
< a > *»fess« < b ) (o&mizm-t h tmmti 

fz®&li . 'tmmilzmktffo S b WBr LX , -r coKH 
tf0Mttgc*^^S^^*t©^M^-r-l»««^- > y RO 
M6bK, ttJS-f&A-'yNo. 2rlS^ait, 

( B ) JJUi^^t^ b , W/'C^H^Jl^'ft^fel. i: fl 

l.aiA--'yROM6b*^, ^tl-^-'yNo. £ 
ffi^tUL, ; &>'^-^iX-^< ; S^«J*7a^tt$il 

[0151] ZLX. CPU 2{iMttiSc^c04if*:fS^lc 

mixwftznttv9-is*T-?tenm-thuftm 

«SrmtA- > yROM6b*>A>Sg^aiLT. a^^iXT 
V^«^Bi«t3feL»i'C«SS-*l> (Xf77F2 0 
3) . $^>t. IHfflR*<0±««*8*»4>«fcJgSii.6«!B 
(CMJiS-ri.^ yfe-i^S-^ 7-fe-yROM6 c*^^ 
aiU. KlffiL^Fl, F20+tC«^$ixTV^Sf- 
f7hf-^CH3, CH4lCf<cxT**$-tt^„ 
[01 523 02 8t4, £{*fflf«fc:iEfcTffi»temfe*> 

jR** fl20j fc!ti!l£*U CPU2tcJ:oT. flditf 
I5^<S ( B ) JJUk/DKH (02 7«t 2(Cfcft^>M 

J6ffl[ (B) W±.V>%mX'h& r»4j «®fc¥flBrr&. 

-7ROM6b (04 (A) #83) ^JS-TI.-'n- 
7No. 0<Bt»B«*R*aJ-r. ^#*B#(7VN-->yNo. 
* 5 r 1 j T**>4%^(4, A-7No . r i o 1 j <0SS# 



(17) (§2 001-87559 (P2001-87 5JL 



ixS. HC^7t-yROM4c (05#ffg) frb* 
7*-y'M7 rtf^-3< ! ! j Srgg^iiiLT. Ofc^aiL 

[0 15 3] ttz. y-AtfDJW5JWT. «ht-^ 
-2 0*^iM(i$iX3tffl#<7)BK^C* s r 7 0 j 

CPU2tCj:-5T. mi-imfem. (A) t (B) 
fc<7)f§3<7)®H (02 7?)B$|gt 1. t3. t4^fc{tS 
Mffiifc ) h b '¥\m LtzmOrii . CI OB#?M>Jl*t*g£ 
R£« (A) i: (B) fc^HOTOST'&S r^<j 
tfJBr-rs. -?-LT05(^-rJ:dfc r^< «jg(c*f 
JS-T^^lff^-^ROMe b <04 (C ) #!$) 

jra-rs^-'yNo. cogp^a®$:Sg^ai^-o §«b#co 

;\---y No. r 2 j -C'^S^ti. a-7No . r i 

mm < i ) tfrnnztix. tv— r-oMSHHSff* 

[0 1 5 53 &£. CPU2ti:^$ii-CV , 'l.{EUa^a 

(2) i:L-CIH2 9Sr#^L.TittBB-r^. 
[0156102 9fc^<W»fctf>3Se«« ( 2 ) £33 

-A(o^, mat*) or-^^fi-r^i:, y-^ffl 

5fcl<7)CPU2y:. SffL^y-A^x-^&RAM 
7F301) . 

[0 1 5 7} *LT. Sft t it y- A flzLtz 
^T, #l£-r£*tif^- > yROM6bA>£>. 

7a^*sii»i$ix-rv^^y^-^ A T ; -^fc^ria« 

[0 1 5 83 CPU2«y-Art«(C|6fC3e 

^--y ROM 6 b LT» «*S*lT^S»» 

B&i:IIL#;lT*i^$-£S (Xf77F302;I3 

mzMfcfhX v+i—'JZX y-b— y'ROM6 c#>£>|£ 
■fcfflU R§ajL«*Fl. F2<7)4HC:Sl^§-ti& (X 
T77T3 0 3 ; 03O<OM8, M9#!S) . 
[ 0 1 5 9 3 03 0t£. tTfcStt&B* 

fflf^lfi, a#***2{ii:$rofc*&tt. CPU 2 
t±. .RAM7<0y-ArtS7 f -^«ttfi«7 i 



6 b*'*,, MJ&tS^-'yNo. <7DgfcftB<&£M^{iJ 
^Kt^aiL-C, tK^ffiLfc^F 1 . F2<7)#<7iX-y-b 
[0 1 60 3 *lia^)ffl*M«0ltWaStH«N2«. r H 

^•yb-yM8 jiflfc* ft F 2 F*Jf;:^£ix£ . 

IBfctftJG-*- J: 3 fc, B^P&if ^gfrftBflfc 

■fe-^'M 9 aiflft* ffi L«*F 1 rtC^T^ni. . 
[oi6i]i«J:3 {cy-Acoiitf)t^^*aPg 

Us* 7t-ymT^tlS. 

[0 1 62 3 ( 2 ) **Hlfw<-2 0TSIfr3ft** 

msamiz-o^x 

&tc. ±^<oy-Atfcv^, *xh-*j--A-2 0l;:;fc 
tf-SMSSr. jlfim$fLTV^y-A«3l51 A, IB 
k<?>7-?^t<Qmi%£^L%tft>mffli'&. 03 1 

~03 3«, ie<^y-ASj§*i 

A. a^ffi#<oy-AJ8* 1 BcOH#W«yicoW«£IH 
Wi7D-ft-Nf**. v-*-A^*l (1A, 1 

2 o <?5Ma & «*"t4=Kwr* . 

[01633 t-r. mmmwiz tix^t ass* i 

A, 1BK. 0fc:*tLT» *y"*-A 

^T$iX (^f77H 10 1, J 1 0 1 ) , *xht- 
-2 0lcfcV'.T-?-<5D*a^T r -^$rSfi-ri> t s 

ua»*ansLfcy-A4B5i€i a. 1 B^ft* i 

>»<-2 0i7)RAM2 1 AtfEH-r.?, (XT7/G10 

1 ) . zlx. &y-j*muzt5\,*x$mkimim£ 

mftZlt&liO. *Xh-9"-^'-2 0cOCPU2 lti. 

(sssf- ^ * y- M.mm u, 1 b tinft-rs ( 

7/G1 02) . 

[01643 y-AS* i a , i Bii, Ltzmi&m 

^T-7*i&mMlZ$&;L (Xf77H 10 2, J 1 

02) . «IS«5B«f^l«*aatc«l:o-C#JSSii. 

T7/H10 3, J 103: 08*88). 
[ 0 1 6 5 3 *X Mfw*— 2 OTIi. ^-AJg*l 
A, 1 B^^^^^-^'iX-^^J-gft-rSi: (Xf 
77G 10 3). RAM 2 1 A^SIffit, ^<7)m. 0* 
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Sri*fi-T-g> (XT7/G104) . y-ASg5fUA. 1 

(Xf77Hl 0 4, J 1 04) . 

CO 1 6 6] <JNVC\ *Xht-A-2 0OCPU2 1 

a. *y-Ai*iA, iBt=*j^Ty-AwaauRss 
wzmfizv&x?. y-^nffi&rmv&im-t&tz 

■£ h ti&bcom^- 9 £ y- A^g 1 A , l BtcjJI 
®ti (Xf»/rGl 05) . y-A3g;fcl A, IB 

H105, J 1 0 5 ; Bl K 01 2#!R) . -?-<9fjL 

tc-y-£.com&<?)y-j±H o . &tmfi# i d zmmt 

h (Xfy/H 106, J 1 0 6 ) . 
[ 0 1 6 7 ] *X hlf-A- 2 0T'(i, y'-ASg* 1 
A, lBKy-ANo. ^SfTTSi: (Xf^/Gl 
06) „ RAM 2 1 AfcSI«U -e<9fJL 
-2 OF*]CD0*L3:VV< y^-^'ROMa^jMtRy'-A 

no. z&mttiWcomz* •yb-y*R»ajL-c, a 

(Xf7/Gl 0 7) . y-AS*U, 1B(1 5Wi 
107, J 1 07) . 

[0 168] <X<,Z. *^ht- A— 2 0COCPU2 1 

«at-r-^*aSS^4 Uf77G10 8) . y-Asg 
*1A, lBli, S^Lfcy-AMSHBfctt*/*-** 
^gE4tC^L (Xf77H 1 0 8, J 108: HI 
3, 014#BS) , *<?5«. #y-A«*lA. 1 B<7) 

No. StfiMfl* I D £3Mfi-r£ (Xf77H10 9, 
J 1 0 9 ) . *X h-^-A- 2 0 TI4. y-AS* 1 
A, 1 B*^y-AOf>f^*No. &Sfti-|>t. R 
AM 2 1 Adffi&U Jt£^t/cy-A^c0#Jn* { I2y>^ 

A. 1 B^ff-f^ (Xf77Gl 0 9 ; 01 5# 

m . 

[0 16 9] <jCfc:, *Xh-f-y\'-2 0<7)CPU2 1 

uu #y-Ajg*iA, lBt^u, y-Aostig/u 

-;U0tg^x-:?£i*fI-f & (Xf77Gl 1 0) . V 

-Ag*iA, i b{±. &m Ltz-y—j*<r>nwv-)v<r) 

^T-^5r^gB4tC^K-rS (Xf77Hl 1 0, 

J 1 1 0 ; Hi 6, 01 7#K0 „ £4>tC 

/<- 2 0 2 4 (C J; T y*-Aig* 1 A . 1 B iZ 

77G1 11). f&ib^ tahf-A-20OCP 
U2Ui, RAM2 1 AlzmmZtlX #y- A 3g* 



1 A, 1 BfrkmmZtltz : Z>?—i'jL J r-?COo1o. 

y-AWsmaomtzis^x y-^<r>matfyt%. 

y-A«§* 1 A. 1 Bfg-C'#*<7)*: V9— : Ja. ; f—9^ 

sem-h. y-A**iA. iBit 

(Xf77Hlll, J111;I18M). 
[0 170] *xh^-A-2 0«:, 0^L2r^ 
p< 7-fe-yROMK< y-AO^^-yKcov^ty 

s*u, i Btc5*fi-r& (xf7 7G 1 1 2 ) . y- 

ASSfcfclA, 1 Bli.. #l^l^McovvCtf)fSL^£ 

^mrnizm^ l . #y-AS£* u, 1 b^t-^-v -y 

h£fl»W4. 5V>C0^ y hf-y'li, 
-2 0$-^L-C#y-A«*l A, lB^T'3c^$nS 
(Xf77Hl 1 3, J 1 1 3) . -T^i>*>, *^ht 
-^'-20{±. #y-ASig*l A. 1 BT'ATjStU j* 

-ASK1A, lB^KM-T^. 

[0171] %<r>ik, y-Mzmtf?h±x<r>y-h3& 

*1A, 1 Blwt3V>Ty-AiO;U— Mzr>\^xcr>M^ 
-ASg*lA. 1 B^iUfttS (Xf77Gl 1 3) „ 

#y-A^g*iA, i Bji, ®MLtiStm\'-fr&&m 

•t&t. m^&4izm^-f& (Xf77Hl 14, Jl 
1 4 ; 01 9#BS) . 

[0 1723 hf-A'-20li > #7-*-^^ 

*1A, 1 BIZMLX. y-A7D / '5A«7'')yo- 
HSS51i207-'-i5'2:5Mfi-r§ (Xf77G 114). 

y-AJt* i a , ibii -e^sswigy- 9 srSfrr 
st, ^ML^y-^tgoavcy-Aroy^Acoy 

^VD-FSSiffi (02 1#BS) 5ra^SP4(^iKt- 
S (XT77H1 15, J 1 1 5 ; 020. 02 1# 

m . fity'»'D-Ht^* ! i>i l f^(i. y- 

AS*1A, lBti. ^Vn-F^nSgJ* 
^.h-^-yN--2 0^5Hfi-r^ (Xf77H116, Jl 
16). 

[0 1 73] *XhV—J<-20X'lt. y*7VU—YW 

^fc^tiTty-ArDy^Aio^y-^^, m±f 

-9RAM (0^*B&) ^hm^ttiL. y'-A^5t€l 
A, 1 BfcWLTjEffi-ri (Xf77Gl 15). f- 

ass*i a, i Btt, ^mLtzm^-9^m^L (x 

f?7H 117. J117;02 2#t&) . ^K^ix/c 
«ASrWBfeA<0«»^— 3 mA^f^^^l. t , 

(Xf-yTHl 18, J 1 18) tttt, m^f-9 
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•th (Xr-vTH 119. J119). 
[0174]*^, h-»?w\'- 2 0X'l±. ft&rr-flzn 

n/7Af-^J:y-A7n/7Af-^ROM2 2*» 
^tS^ffiLT. y-^12fta5 2 3^L. y-AiEflSP 
2 3Sr^-LT. r"-A3£*lA, 1 B^IEff^.?, (*x 
7 7G 116). ^'-Aii* 1 A, 1 BX'lt. giELK 

^-^^^TelCtS^I, 20, J 

120) 

t 0 1 7 5 ] *X h^-^-2 OX'lt. ^-ACO 

1 l^<0?yx£fI{£^St^T-?£j*frrS (Xf 
7TG117). #rW>ffi*{±£#;-te>--»M 1^(75^ 

4lC*7^L (Xf77Hl 2 2, J122 ;B24# 
B3) . £f*-fe>-»M Ilcj;->t»ft8ftfc4ftfll«** 
Xh-9--y\'-2 O^iMflf h (XrvTHl 22, Jl 

2 2) . S&fc:. r*-Ai&*«:. S EOfcUBi&Bia N 1 
2r^7pgP4lC^7K$-lt-|. (Xf77H 1 2 3, J12 
3) . *Xht-A'-2 0li. S{IL*£tttit^£RA 
M2 1 MZW&th. 

[0 17 6] Z<7)1£. Oti. RAM 2 

i AizmmstiT^mmw^co*: v?-^^-?* 

«.y-ASg*lA. lBlCiMfrM. (XT77G11 
8) . y-A485fclA, 1 BTIi, ^flUt^^-i"' 
ir-^*^^Siffl^(B^^S^N2 2r*^L (xf 
7 7H124, J 1 24 ) . A7J£*Ut?-^-y hx-? 
«:*S»4fc:*ii*l/t. **Fx-A-2 0fc)*fi-f6 
(Xf77Hl 2 5, J 1 2 5) . *X}--f-y\' 

-2o{ieB<o«niftM*N ifc:i»:#ajufts<of-w 

hr-? (Xf77Hl 2 6, J 126; 
H2 5#B3) . 

[0 177] ^Xh-9"-ys-2 0«. RAM 2 1 AfctS 
IftSftT^itf -y 
1 A, 1 B^ff-^ (Xf77G 119). ¥-2*fQ 
* 1 A , 1 B"Ci±. *tt?gffl#Ox ^ -y h x- 9 SrSfrT 
& k , «¥0ttfflteM4RN 2 £DK£ £B Lft# CM-t -y h 
f-^^tl. (Xf77H127, J 127; 02 
5#BS) . 

[0 178] -?"OfiL WNt-A-2 0(2. RAM 2 
1 A^^$iiTV>SWig^^«£tt#2:#y-A!®* 

1 A, 1 BtCMffi-T-5. (Xf77G 12 0). ^'-ASjg 
*1A, 1 Bti^igffi^O^'fWgSrSfrr^t. (EtS 
&«03O5MJJI ( 1 ) (H2 6#B1) ZWfrLX. 

-^-co'Cmvmz>kft\nmfrt>mmLx . Mgutrnz 
fotxvmm&H i , N2<^»«-BtR*j0ELT:«* 

U *Hf?£^-fl: (Xf77Hl 2 8, J 128; 

02 8#!S) . $feCttlBfc*«&Ui.X y-fe-^'$r#m 



ffi&BtttC&jrf & (H129. J129) . 
[0 1 7 9 ] *Xbf-A-2 0f±. V-AO® 

£\ nia^^y-Acort^x-^ ^#y-A3s* 1 a . 

1 BlZttLXmmth (Xf77G121) . T~-Ai|§ 

* i a , i Biiy-z.rtsf-i' fcSfi-ts t . Ms 

O^WI (2) (I2 9#BB) Srl^LT. #71/- 

-y-^tt® mm?) ^fEtTmp^H®N i . 

(Xf77H13 0, J 1 30 : H3 0#B?0 . 
ftW Lfc * y -b - y^MMMlC^Ttl. 
(H129, J129) . 

[0180] J2UJMH Lfc «fc ^ fc , *5MHo* 1 OSIft 

2 0 fc*R«oy-A*l* 1 A , lBt 
£ix.g>. *xf->7-/n'-2 0U\ fcRwy-ArnT'? 
ASrtgtttJty-ArD^'^AT-'-^ROM 2 2 S-fili. 
T*5 »J , 1 A , lBttJ^TSItf^iXSy 

-A8SHHR»yi (01 l#gg) Stxy-A^yo- 

f«ui (H2o#bi) {cj^-t, y-j*m&&e>y*?y 

a- F;^R§ixjty-A<y)8»^y-A:7*o? , 7 A 

friaro^7AT-^ROM2 2tcistt$ix7cast 

«0y-Aro^7A<04'*^y-AEfigP2 3 Sr^-LT 

i a, i Bx-mn^ixty-j^mnmm (02 3#bb) 

iz&^xmftZix&ir'-Mzft ?r'-Af-^ (t>-? 

tf . ) k , *ftmo*ffi8ffl#<oy-ASg* 

1A, lBJc*fl/C. SliLJty-Ar-^SriKiS-r 

[0181] ^^O^lOjlSfeO^^iJftS 
y-A^-y Fy-^v-X-fA-C'ti, £-x"-A3g3fcl A, 

1 B(2. ftUn&BttfftftffiS (I28#ffg) SrHfirLTg 
aolRffltelHRSrfftSU 

gff#B«C9* ^-^at-^St RAM 7 t;:f&{frri> k 
kt£. 7fs^.h-»f-y<-2 0'\jllfl-rS. +Xht-A' 
-2 0T(4. Sftt^ ; £>'^-> ; A7-*-^$r-0.^h 
t-^-20WAM2 1 AtCDfg^L. #r-ASg*l 

a , 1 b mx-mnztiz, ^ -v v ^y-^m^r^m 
a, lBtuBS-rs. -tLr. *y— asb*ia, ib 

T'«. *X ht-A'- 2 OA^te^^il^lgffi^O* 
- i? a x- ^ *^ffl^<?5ffilffl^B» Srf^B£ L X 31^354 

-etT. #y-A«g*iA, i Btii. **h*r- 

J<-2 0ZftLXttMm^<7)y-A.!ffi3kl A. lBkcO 

(g-t'^-AfrHHrfS. 

[0182] ^-ACOiiff^-CJi. «-^-AS* 1 

a, iBx-i±. mirznx^&y-j><?mmzfotx. 
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x . g ^tzim^mmimmcomm^mm^w.-t 

h (W^JEIill ( 2 ) (12 9tl) ) . &f*ft 
^£-t>T. ^7-b-yROM6cHtll (y-Af*J<g) 
[0 1 83] 4fc» S-y-AJi§*l A. lBtfii^ft 

^fr-t^-f 1 1 £fflvvty-Ait*T<o#KfgT-:ru- 
a ( 1 ) (02 6#«D ) , y-^iOil^^-C'ti^X 

temmz&m-hnxitm&ttQmmm.i.z'oux 

[0 184] Ut#oT» Se*>y-A*8*fc:, fcfc*. 

SPSiffi^^-s^^ru— ft y-j»&mLtsz\ t &x- 

[ 0 1 8 5 ] 4£. #71/- V<7)y-Affi*t^$ix 
Tvi*#S«>ftUM*B<IUO&flt («W. «£U£&2: ) *y 
-AcoitfTF*!^ 71/-- ^^'C,««ift^-5t 'JT/l^ 
-YAtc^r£<Ii:A*T§<. y-Aco§t5fi®3:i:'£Seg 

«^S*&J:3tcLTV^WT. y-A^frl/tsSSL 
[0186] [£S 2 <OHfigcD»IK] .034 £#B3 

■y 1- y-A£§S 10 0 Srfflffl UT««3<xS y-A* -y 
hV-^v-XT-A^o^-C^-r^. 034li, *«H8 

o» 2 vmmnmmk lxwx M>y-A^g 1 o o 

[0 18 7] ^«D03 4l^K-f U*hMy-A^l 0 

o«, 02^-titriemi^sfico®.«<?)y-AS3f5i 
<7>ms&mf& t r-oeihh«j*£^s y-Aisi** 1 

OU, 3&y-A«*:f* 1 0 1 SrrP— V-OiWc 
gffS^A'VK l 0 2 i:tioT««$iXTV\ 
6. 

[0188] y-AStS#ft 1 0 1 <7)±mUi. TVt- 
-7-351 0. 3Un354. A^3. ai^4«fbytl 1* { 

stts.*.*. zt:. mtttotK y-^wx-m o 1 

COftmzli, CPU2. ROM 6. RAM 7 , MRA 
M8, X.Zf&&m&9$:ffijLX\ l ^. &®cr>ffim± . » 



i com&^mmiza i^xmwLtzhnt mmx-h h <n 

[0 1 89 3 4*:. i^'jxMy-'-Agll OOfiB* 
LT**«KK (H34#SS) *«T, &3R|iltUH&£ 

HSfico^JRKfc * Ut y-A * y h v- ? WfA 
fe^lSHC. Mf£«fSllfig£fiJJflLT* y I- 
tf-LT *A h-»f-y^- 2 0 £77 -teX-ri. £ t tfX'% . 
«<0>-*-AJ8*i: * -y h -7-i7|U^&^L^y-A&^ 

[0190] *^2coH)5fe^«cO 'JXhSy 

-iS*10 0ll A'yK102efflWtrU-V-<?D 
ttUzm * o ttfcttJBT . ^ 1 ^«6<0jraB(c fc v K« 

TV^B#fct. ^lC*Xh-9--A-2 0*^fi!tacOy 
-ATny^Ar-^Sr^yD-HLJt'y , 

[01913 *(*-fe>-9-l l^yfK'JXh 
My-A§£S 1 cOHiB^iSttS ^ t izX *) . NKUiPtt t 

^ •y^-H^'T^-^-Oft^giiXTfcO. 7*1/- 
383««fc:**-b v-t 1 1 Izmir* < b d^fMMR^tttt 

[01923 jauwi ut i at, %i<r>mmmw,z 
*jft€»uxhMy-Agai oo. iJtJiicou^hs 

y-A^g 1 0 0 S^IJffl Lfcy-A^ -y h7-^yXf 

3 ^y-A«3* 1 1 H5f^)«ui*iwfr* £ t immc 

y-A^g*^ l 0 15, Ayh'io 2{Cj;o-rJ-— <f 

zb&xzz. tmLx&m-t&ma. b'<D£o*mm 
tcr^-bxL. maoy-ATQy^Ax-^&^xh 

Hf_y\'-2 Ofrt>y^>v-V-t&ZbtfX-Z&. ttt 

h=5rt'<7)^ y h V-x* HttSr^Lfc* y h V-9 y'-A 

[0193] im3comW.<?>Bmi iXfc. 03 55#BS 

My-A^«2 0 OSl/^iO'JX h^y-A^M2 0 0 
Sr*iJfflLT«t«$iti»y-A^-y h7-^yXfAt;o 
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[ o 1 94 ] 03 5ii, ^^co»3cr,mm<r>mmk L 
zcova hm.y-A.&m 200 ^^fmmx-h <o » 0 

3 5(A) liJbffiEL 035 ( B ) JiflJBSEITa* . £ 
O03 5C^-fy^hSy-ASIS2 0 0(i, 6RPI!ff2 
0 4 £*£ & y- A3gjB*«c 2 0 1 *>\ ±T*m«C»tt 
^T^roT-^^2 0 3tJ;oT, jl— mVtt&tftl 
■f&tzfrWOV 2 0 2tc^*$ixSC:i:tc t i:-5Tlt^ 

[0195] y- A^B*ft 2 0 1 cr,±mUt. T >"r 
■fUl 0. ^3P4. A7J3B3, ay±«s-fey-lfl 1# 
Witthtlh. ttz. mifrtibtf. y-Ag«*#:2 0 1 
<r>ftmzlt^ CPU2, ROM6. RAM 7 , MRA 
M8. &tfi3S»l«9*M;lT^S. 03 5 (A) , 

(b) ttivvttt. a2t=*"#-«-flijaai***^a!*fc 

2 0 5 £>*Vtfc 0 . */sy-ASg***2 0 1 CO 
2 0 1 *A^H2 0 2izmm-t&B£t£ii. tTXfalzW 

*&2m-$-h yuy-7 9 20 3 lx &m 2 0 5 

T\ y-^S13=«:2 0 1 c7)OSP£&J^2 0 5*>IH*fc: 

{irtatr J: d(ctr^2 o 5 K*tr* y-Asss 2 o 

{iS(cM-T C tlCfcoT y- A^&fcft 2 0 1 £ 2 
0 5£mt?h. 

CO 1 97] CcoUxhMy-^a2 0 0(iB*tf-^fg 

m^ffitz. i-titfix. mi<7>mmco&mizm^xm 

Lfcy-A * •/ h S'X-r A i: |5J«ltc. * -y h V- 
? HltS^^> LT*x h-tf-v s'- 2 0 tcr 9 -bX-TI. i t 

-J±*mr-th Z t ifiX'% h . 

[0198] ttz. 'jxhsy-A^S2ooisi±^ia 
x-mmmm^i o A^irLx^r-^mm^fso zt& 
wcii.'-ffirfct., *MswjxhMy-24iiB2o 

0O*;h/eftO*jMRiIfI» 1 0 A<7>iIfI5g£i9r5£S0i 

200 p]±<5oy- ? ing*«rf6fc $r o . {aas&B^fm 
»ji (08#B3) iz&^xft&LLtzGmtimigin&m 

y-AJtff+t:tJ»tS«Sttil<^(Qg«S (02 6. 
02 9#M) , *>SWi, fflttrS^y-ASJU!. 'jXh 
iy-AM12 0 0mX'*V7 7?-Z&W)Z-£&£? 

ty-A^fir^asffi, -2r<oy*hsy- 
Asaoaegotts fxTty-Arny? A^s^ai lt , 



[0199] y*-AgB*ffc2 0 1 ^a>H 2 0 2£g 

« tfe * * «tf - ? iifi* # °imX'h h 

tc#>, y-A^B**2 0 1 0 2*>£>&'yy-|- 

^#ig£«< 4*:. -WfftcT) D x Mi 

y-AgS2 0 0#Tk-^-«86£i»fflSixT^&# 

4 T i> r-* Jiff £fir o Z t *rsj&X'$> Z> . 
[0200] JiLhlftBH Lfc J: oCW hMy*-A|£g2 
0 0. 4^«ii<^i;xhMy-ASia2 0 0?r®fflL-^ 
y-A^-y bv-^^-^xAtciixtf. miemiwsiJi 
<?>&Blzti txxtffl Ltz i. o &y-ASfg* 1 |B]^c7)^ 
aS:»T^&ii:*^r#g=5ry-A^a*«s2 0 1J,A 

VY2Q2 izx -oxx.-wmzmmL-fc o , H 2 

y5A£* y hV-^EI^^LT*Xh-9--ys'-2 0 

-^mmmizmmz tix^z y- Amy 7 a s y »> > 
d- h* Lxmm-t h z t tfx-z h . 

[020 1 ] [SS4 COSUSOJ^® ] mz, 036 

LT^Bj^iiffl Ltim4cr>mm<vmmiz}5tf2>&mw. 

0 oai/^o^««is^y-Aiia3 

0 0 5:fiJfflLTffi«$fLl,y-A^-y h7-^y^fA 

[O2O2]036«. *mico&4<ommnBmt l 
To^ismfSMy-A^a3 0 0 Sr^-r>i«0T-&* . 

iO03 6t^-T#t!l«iSSy-A^B3OO«i. 02 

>yygpi 0. «^gP4. a^jsp3. s^fr-fey-^i 

1S:<®X. 47trtgPtC{i. CPU 2. ROM 6. RAM 
7. MRAM8. RV&&m®9£ffi£X^&. 4 
fc, ^f-i-HIlKX^ y^-3 0 1 £ffiz_X^&. 

[0203]§^:. mummy-j^ms: 3 0 0 a. 

^A7JSC3 6 AtUt^/Sy^glSS 6 BSrfiSx.Tfc 
0. ii^Ji. ffiffl#(Ci-pT^A7JSP3 6A*^A 
aSfiSB9*^*ttlSKKS-e 
T^ yhy-^IU^Sr^L-Cji^cOffl^ilfiL. 4 

feiSeS #ut«P-r - ^ «■ ilSfiSP 9 tcfc V vc^fl L 
t, »^»±»3 6B3&»i5,J^$-li-i. 
[0204] 03 6£*>lvCli. 02tC*i-#«^S 
**raMJ-C|BI-«**#L. |SJHW4W)flllfili. SSI 

ommemmizm ^x mm Lt* t cot mmx'$>& cox-. 

[0205] rnmxj 7f3oi ti. &m%v>m m*. 
amm3 1 o> (ci-^ti*^?^. hb+. e^^Env 

^EPY2<7)^(S]/\if J E-r^Jfffjif^t^'BrtgT'J>^». 0 
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T. ^?SI$40^^ffiffi^X^n— HIS 
EESWFCti. ^ ^^P^i^tTV^^lcoS^SrH 

[ o 2 o 6 ] tzt m i 2 t^y-Awraswa 
$> § », 2 1 y-A y^yu- wamzts v ->t 

c o 2 o 7 ] c: o^twussy- Agg 3 o o 

1 CD? yf-BtflStt^ii-O ->•§>. y-ASrHfrTSISi 

izmtixa*). ri/-t-^nwi:4ft-byti itc 

J: 0 i«Mr^*W»«S:]R»+4i b , <RIi& 

[0208] o ot±. 

&m.®WMh h V *tt-f > 9 - * >y b fc V ^-p * >y h V- 
V-^XTSAhUJSU^ ^-yW-^Ial&Srtf-LT* 

x mt-a- 2 o crr^-fcx-r -5 £ t a*-e# . *<oy- 

[ 0 2 0 9 ] 4fc, y-AHfirB*fc:fF^A*«3 6 A*> 

B3 0 Ofcr&flU ffl¥fi!lO^Km^ay-AilS3 o 
0^^^SC3 6BA^ S imi^-f AfcW?&£5&£ 
i i: 4 . y-A^RarafeflsflHBfcW** 

*) mmmzmz-t hzb a*-e * s . 

[0210] HJbJWiUiJ: d (c. fltMSy-Ag 
S3 0 0 . i fctt .1 cO^»j«|gM y- Agg 3 0 0 £® 
JBLfcy-A*-y hy-^v-x^Atctixtf, Miemi 
^mm^mmiza \ ^x mm vtzXo s-y- ass* i t |g] 

xmm-?ht%£xi>. £^y-A7Dms^7h 

^xftffltx'&MMimft&'r&cL t tfx-z &cox\ & 
fm#i»Ltf s. -etT^-fev-9-i i 
izfm&iiLmzmfh ztizxi. yis-^-immm 



iz&.ft-t>v 1 1 izMti%< t i>±ftmmnn-t& z 

T, ^<nW5L*$m&tz»X'%< . *^*fflV^T«» 
■rSdi:**-C#. iO^W^ry-ASr^Utriii^T 

[0211] i&5<7>mm(n>m&'] mz. m37 £#53 
ss»«ffly-A»a4 0 0 co&wj%mmffigi?- 

A^S4 0 0$:WfflLT«(£Six4y-A^-y h7-? 
v-X^A^O^-CPffltCl^HJ-^^ . 

[ 0 2 1 2 ] 03 7te. *&W<?>Wi5c7>mm<r>Bmb L 

x<7i&w&m$timy-i*mw.4 0 o-*^>wih-c* 
. z<?m 3 7 \.z7tt^mmwm.y-j>gm.4 0 0 

«i. H2lC^-ry-A^*l<7)I5IS§«Bgi:|pItt<7)«^^ 
^y-'-Agi*d;4 Olt, *»«a3W»P HSJ;^-5 

^»«ig4 0 2 1 . rrr9A 0 3 fca>4>*8i££ix 
4. 

[02 13] 5:i>, 03 7{Ct>UT<i;. H2(C^#flt 
[0214] T9T9 403(1 HulBy-A^a**4 

0 1 b mm«mM4 02b zmwsimizmm-r&tinb 
nmmMx-h %> . ryr 9 a 0 3 11 3 7 tc^-rj: a 

^4 0 5^. iriey-A^{ff**4 o i*?msmf>4 

0 2tCi6(t^>iXJt«gg7L4 04fc»UT^LjitfC:f: 

•c. mmmbrnmimz. 
[0215] mtmb&mztukimxii. &wmM 

0«iS«fl6*3f!lfflLT, ^yY r 7-9WSAZT9 J eLX 
L, *Xh <- 2 0 *Hfe«0y- Affi* if-^xl 

tMm.bts:h. LWot. ^ i <r>mm<r>mm\,zio^x 
piuaac. y-A*. y hv-?^xxA^i3(ts 

fc«n-c, *xhHf-^'-2o*^mMcoy-Aroy 

SrHL^tt«T\ ^^y-Aroy^ASrHtr-r^^t 

[0216] uLhi&Hf! Lfc i o fc:, ^nmmmmiy- 
Aiig4 o o . £tziiz<7)&mmmt$mmy-j±mw4 

OOSrSifflL-^y-A^-y h^-^^XT-Atciixtf. 

mrie^ i <nmm<ommizti^xmmLti x o ^y-A« 

A Sr * •/ h V- 9 mm i-ff tX *X hV—'*— 2 0 
y>> ya- h Lt ffiffl-T 4 z b tfx-Z & . 
[ 0 2 1 7 ] *^{i±^<7)^ 1 5 



(23) 12001-87559 (P2001-87 5JL 



mg£.m*jmx-hz>. man. moxitmiHrci*. 
wmmmiz . <c— y r o m 6 a tcwE* s *i.t 

y— ajs*i» ia. ib, y-Agnoo^ 20 

0, 3 0 0, 4 0 0fc^*t-?-'i-u^7l 3£i5JrC:fc 

T)l"?4MzWmLX. iIif-^fcURAM7C 
5|«-r^i:ti»C^Xh-9--M'-2 0^fit, *Xh 

y-A«*fc#LTKaiU *7V— *-oy-Ai8* 

y T/^-r A-cat^s-** 

ffl®*Q.31^J: l.$-»J!HW5:ffl^T . y T^^"f Ate 

Cfc^tl!^ L*^l£<7>giii<££ffl^4 CfcCiot. 
tfWffi#fc*L»£»o£ y-A£*hT4@ 
«#A0«8«i: =5:4. 
[02 18] 

mwnwm is^js i ES^n^y-A* >y h- 

?v-xyA, 2 IE«Of&HJ§0* -y hy-Afg 

Bcifttr, aeoy-^«*fc:. Jtt^y-Aruy 
yu- k ) •?& z. t & ara» o < . £ <r>x^ £ 
[0219] nim^mf±imjnmm*«> vy- a 

•y MCAtVC^^ t^o X SJCflKWfcMtLLU 81 

-^S:ffljS*»ofgf»t;A¥ (y^^-o-H) -T4^i:^ 
•C#4{J*»0t* : 5r<, ZcoA^Ztitzy—M.Tufyj* 

y-^c&o-c, sppatc^4^s<?>rw-- 

$r^ttfi^^'T^4. 

[0220] W*a5l2tt<05MB<Oy-A*-y h"7-? 

^ta. at/»*ni o en*)** hy-A^sici 
ixtf, sn«»tv^4iga<oru— r-ty-AzmLts 
cfc^'-c§4. #ri— ^-coy-AS*(-«* 

S*iTV>4#a^W^H«tf»B!tt (3Hf. JBflPSrif ) 
2rae^#^ LTiRP^ffi»SrMfiL-C^$-y:4i 
3fcLT^4<0T\ ®H«!K:v%4JflSffl#Sr«^Wtli 
f2-r4it* i T'#, y-A££4>t-C*Ltr£fc 
tf*T-£4. 

[0221] m$&6&m<7)miny-i»*v w-? 
*ur, #ri^-*-<oy-A«*fc:*jRs*iTv*4#a 



£J£tT y 7/1^4 .Mc^sg-f 4 , y-AO 

ases. y-^covuKKifzmm-t&zttfX'Z 4. 
[0222] n^JB7 ie®o^HB<7)y-A^ 7 h7-; 

M-r4,li:*>'f^4^-C\ J: 9£tol^fcfflfii*tf><fc 
4y-A£»C'£4. 

[0223 3 lf^3l8ie®C0^Bflc7)y-A^- y b7-^ 
xXfA, Rtff**iI14i8tttf)*-x hy-Aggl-J; 

*uf, #rix-^y-A5g*tc^$^Tv^4#ic7) 

«BII&MttO«JB (*HS. JIMS* if) *7WHW)t« 
Wft-^t 'J T)V9 4 Mz^cg.-thZ.ttfXZ hcr> 

x\ mm^yu— \—tcvmx'y-j±zm?r^-&w> 
t, m^O'omm. zmm&zzvTWj ak, *» 
o, wacfflau ^n^y-A^ies-r4^h^T 
#4. 

[0224] f»3<JS9 Ett<oaW<oy-A* 7h7-? 

^-fbtsw-r 4 £ k **T'£ 4 . 

[0225] If 1 1 EifeOlWkO* -y h y-A^B 
(C AtlT ART*-* £ k #T'S 4 tf>"C\ * -y h y- A^g 

^m^ms- 4 £ t *s-c-# 4 . 

[0ffiOfS#=5rijiBB] 

[Hi] *fMB«» i commn&mt t-c<oy-A^* 

[02 3 y-A3g*l A, 1 Bt^b-tf->N"-2 0i; 

*m h 3 o *^LraffissBE$*t3ty-A* 

•y hV-^ yXfAt , y-ASg* 1 A<y)m^lHlglO« 
&Lt S:it/n -y ^0T'J)4. 

[03 3 S*^«-*yROM6afctBtt§:h.TV*4#aS# 
BMcO-fi i !ISr*-r0T'S>4 . 

[04 3 ^tfy^- > yROM6b{ClSJft$^TV^4#gB^ 
BffiO— CT^^rf 0"C* 4 <, 

[05 3 * yfe-^'ROM6 c tCtS^^ixT ^4#^ y 
■fe-^*rt*<?5— WSr^-TH-C* 4 . 
[06 3 RAM7ZH^-&jRRAM8fc:»3eSil4#ay 

- ?mmi&i:7Ftmx'b& . 
[07 3 y-Aig*i tctj^rsiff s#i4y-A<o^» 

tfOjaa«0eSix^lKHy1-r4 7D-ft- hT'J>4 . 
[08 3 <aSttfeB<RfflfiKWI*»W47n-y-v-b 
T&4. 

[09 3 ^Blt - JH5«iIi»ft6 7n-t + -HT* 
4. 

[0103 ( A ) <i, fmS*ifc«S»feH««>«&'**- 
0T-*4. (B){i. A-3-KSDR*CTA-3-H 

±.zmmftLxmLimmfttf&hi^<mi:*3- 
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[01 1] Y-J*WSMB9m£ffl**hyu-+ J v- 
hX'bZ. 

cui 2] y-As«4 a<r>m^mz^-rmx'ib 
[013] y-Affls^i^iiBiiti 7n-f 

bT£>4. 

[01 5] ^'-A^tfO^;StCM-r.g»^ y-t-iSm^CO 
— F!l2r^-r0T'£>4. 

[016] »a/l— /l«^Kia*i»!W4 7n— f-r- 

[017] ttmv-iV<?)Wr^-9Z^LtzWimm 
4 dc?D— 0iJ$r^i-0-C'S>-l.. 

[018] J»MK:oUT<Of^7 h^c»F$iX 
4f--v -y bBM4 eOil:^J£^-f0T'£>l>. 
[01 9] «fc5£Lfc««/U— /P*a^Lfc«*BW4 f 

[02 0] y-A^-^yn- H«ra<08WlSr8ii»r47 
n— f-v— hT£>4. 

[02 1 ] r->>o-HgSBB4 g<O^CT£^-f0 
T*&4. 

[02 2] ^^Mffi4 h«^^J$r^-r0T'S)l». 
[02 3] y-A»ff«UlcoaE*lS:iJii«f*7a-^-v 
-hT'$>4. 

[02 4] kfa-tyy- 1 l^iO^-y^-Srflffi-r^^ -y-fe 
-^>a^S*ufc«HE»SinH4 i <D-CT£^-r0T'£> 
4. 

[02 5] y-Aj|fcf^*fcfi*$ft*<KB»fcli«N 

i. N2<7)m*mz*-tmx'$>&. 

IM2 6 Wm&co$&£9m ( 1 ) tSiflt67a-f 
-v-hT'£>4. 

[02 7] naa>[««wBfl:fc«f 

[02 8] aXAtt<0$3ES&9 ( 1 ) fcfcVvtSaSSiSa 
iltHWIiN 1 . N 2O«^^J$r^-r0T'*4o 

[02 9] <K8ngO£56taa ( 2 ) t»W67n-f 
^r— hT'£>4. 

[03 0] om&ossgKiii ( 2 ) ttii vessels 

*lJfcflU»&H*N 1 , N 2O^M£in-f0-C-£>S. 

[03 i ] *^ht-A-2o > AJg*l 



[i3 2]*xht-A-2o. eewy-A4g*i 
mthyn-^-v (2) tr*4. 

[H3 3] #.*MJW«— 2 0, ee«y-A«*l 
A, Rtf»#tf>y-ASS* 1 B<a=#<Z>M!Htf>|JK8£K 

[034] *%.tycr>& 2 nrnmommt lto v x hs 
y-j*mm i o ocr>t>m£*-f±mmx'h& . 
[035] *ftw<F>m3<7)mm<7>&Bt lxcdox y-w 
y-Asita 200 $-^-r^«0T-* 0,035 < a > « 

±ffi0, 03 5 (B) l2ffllffi0T'£>4. 

[03 6] *¥&w<7)m4<?>mmcoBmt Lxo&mmm 

It'-Agi3 0 0 S:^^h«0-Cfc4 . 

[037] 5<?)$mco&mt LxcD&mms 

mtim-y-j*mm.4 0 0 z^tmrnxht . 



1 (1A, IB) 




2 


CPU 


3 




4 




5 




6 


ROM 


7 


RAM 


8 


^RAM 


9 




1 0 




1 1 




1 2 




1 3 




20 




2 1 


CPU 


22 


Af-^ ROM 


23 




24 




30 




1 00 




200 




3 00 




4 00 





[01 7] 



[018] 



[019] 



(2 5) 12001-87559 (P2001-87 5JL 



[01 ] 



[05] 





n 










® 





r 




[FMi r 

QKsk 




3d 



7 


8 


9 




X 


4 


5 


6 


+ 




1 


2 


3 


0 





A 


B 


C 


D 


E 


F 


G 


H 


1 


J 


K 


L 


M 


N 


O 


P 


Q 


R 


S 


T 


U 


V 


W 


X 


Y 


Z 









/t-7ROM 






34 (A) 






04 (B) 


B< 


cn« ! i 


S94 (C) 



[02] 



22- 



y-A?o«A 

ROM 



24-^ 



I 



CPU 

1 



-20 



-21 



^ I ■ 4 



1A 

.s. 



12-x-} 



X 



Fik 



11 



IUK0 



» K 



7^1 



IE 



5" 2 

«1 



W-VROM 



5fc 



ftl»/<-VROM 



6 

h-6o 

6a 

6b 



RAM 



[014] 



[01 5] 



1 ABCy-A »1K^ 
PH 3:00— 



■J 



2 XYZ^-A 
py 3:00— 



,4b 



-81 



^B2 



- tuavm+eyf- ah. rao. i <o 

ABC*-A»1 St£P1«:00~ 



.4c 



«2 



[07] 



c 



T 



J 



1 



f — AfSSi8#iiG51 
(0 11, @ 12) 



;.'V - ^-i^Jgjg (g~i ?~ B 15) If -x^SI 



I *HSUU-;KDifc£*&8 (H 16~H 19) |k^$4 



(B 20-H 2?) 



-S5 




(Ufiae^JBHSRJg^if : H 23-H 30) 



C 



X 



R T 



J 



[H9] 



C 



T 



J 



X 



]^A20l 



I 



J. 



3^-A203 



KftQgttHBfflt-^J&RAM ~"| -^A204 



1 



I 



c 



* (0 10) 

1 



}^A206 



« T 



J 



(26) 32001-87559 (P2001-87 5JL 



[03] 



[04] 



(A) 



(B) 





No. 1 


"*' // 


a 


@ 


® [ 


m 














ft 


ffi I 



[06] 





No. 1 


No. 2 


No. 3 


No. 4 




No. 20 


IMS 








W 




u 


s 














s 




<?.<? 










A 














D 















No. 20 



r 



(2) 



7a- 



7b- 
7d- 

a- 

7f- 
7k- 







est 


as 


1 




P 




1 


1 


1 


i 


1 


«^ 


2 


2 


2 


2 


2 


SMI D 


^-A(Oa« (y-AKa) (BIO 


*-A*W»*(WSttH So. KB 1 J) 'T-A^^At 5 -* (0 20) 




f 1 *? hr-^ (H16. a 23) 


StlUU-Jlo*-* (0 16) 


$L&rtm <h 23) 


^-ArtS^-^ (0 29) 








9£ 


B 


A 


a 




1 


T 


rroTi 


1 


rron 




2 


2 


fT02l 


2 


fTQ2l 



-7c 
-~7e 



'78 
-7] 



(A) 



(C) 



y-AisfrJfi^a^ffl/x-^ rom \ 




No. 101 


No. 102 


No. 103 


No. 104 




B 


e 




•v 






□ 


era 











[01 1 ] 



B10T 



fcttgggjgg (Hi*) 



B102 



BlOi-^ r^WUfe-y-AOHa -»RAM~| 



T 



B104' 



BIOS- 



A No. CSSte* I D*t» 



C 



ft T 






<y-A«(TiS«t»«^«/t-ryROM \ 






No. 111 


No. 112 


No. 113 


No. 114 




<B) 


s 




• • 






i 




□ 

















No. 121 


No. 122 


NO. 123 


No. 124 
















□ 












•t0[>ffe 


T! 







[02 1 ] 



[022] 



[024] 



^4 8 



Y? 



y-A^a^Afi^ 
*j-i/-:**-A 

1000 H~R 



if 



(27) !§2 00 1-87559 (P200 1-87 5JL 



[08] 



[01 2] 



A101 



A103 




3 



■J 



A104- 



A111- 





i 




^ 










12 9] 



Al 10 



C 



«fi»<Dra»« (2 



F30T 



A119- 




-A113 



-All 5 



D 



JSfftiaifr^x-^^Sfa-R AM 



F301- 



i 



(0 30) 



c 



•k t 



3 



K-A117 



Al 18 



A120' 
Al 21- 



(28) 92 001-87559 (P2001-87 5JL 



[01 0] 



[013] 



(A) 



(B) 



ft 

100 



so 





*9 

> 



n2o ^i iii in miiiiei iimii Mining 

gggj gggj m>r< 



oinii 



HZI— 



Nzo-4flniffli nm iHinim iinifliiiD idi inn hi hi hid an 



mutt t&Tfttt »>«t a-y fttt 




[02 5] 





[027] 



(B) 
(A) 



C101" 



± — ' 



ttiRO^-^SM-** <H14) 



C102 




cio3^ [a«ufcy-A#aigBiio. ->ram] 



C104- 



C105- 



©>r/-fe->><7>gte-*K (B 15) 



C106 



D101 

r I 



D102- 



D1 03 



D104- 



D106 




[016] 



RAM lCT-&^^KttSR^lJ««rS^ 



D105 




->RAM-I^ (H19) 



c 



1ST 



(29) 82 001-87559 (P2001-87 5JL 



[02 0] 



[023] 



FZ01 



F202- 



F203- 



F204' 



^0>a-KCOSSa^ (0 21) 




El 02 



El 03' 



y-A^n^A^-*co*4^-* 




E105- 



E106- 



El 07 




[02 6] 



C 



{Ugg&O&S&SI ( 1 ) 



3 



-»R A M 



(g • nun) *g&*aiOT, s^«*> 

<Z>£lgJt£W3i (0 28) 



T 



(0 28) 



ffislES^ (B24) 



R AM CIEti*nri > &g £®l>#-i'* af -* 




F106 



aEOClgi^lUft NKDOTtlcS^ (025) 




F101 
F102 

F103 

F104 
F105 

F107 
F108 



F109 



(025) 



f&gOKeft&S ( 1 ) (B26~B28) 



agao&ei&a (2) 029-030) 



F110 



Fill 



F1 12 




Fl 13 



( " ) 



(30) S2 001-87559 (P2001-87 5JL 



[1328] [030] 




(31) 92001-87559 (P2001-87 5JL 



[031] 



ftw-MHuMw) C-t™&-,7-) > **) (**»f-Am*»mm) 



HI 01 



G101 - 
G102 



J 1 01 



(a 



(H8) 



HI 02 
H103 



J102- 



J103 



G103 



-H104 



G104 



J104- 



©>S<B 



G105 



ffi®a^ can -1312) 



A 



a«r-A«o. ss<ds<b 



-HI 05 
H106 



J105- 
J106- 



§§-<y-Afflaaoasi(s 



i 



I 

A 

# 

IB 
£1 

fg 



H107 



G106 
G107 



J107- 



^-AttMIMlSttSix-*© 



G108 



s«—y-A«>ia»««3i 

■5*— 9<n&xi 

(013 • 1314) 
I 



-H108 
-H109 



(?) 



J108- 
J109- 



(015) 



G109 



(32) 92 001-87559 (P2001-87 5JL 



[H32] 



0 

H1 10 



*(DS*t (016-017) 



I 



*ans 



Gl 1 0 



J110- 



(016) 



HI 1 1 



-Gin 



Jin 



s*<s 



-H1 12 
H113 



Gl 1 2 



J 1 1 2- 
Jl 13^ 



«K (019) 



H1 14 



1 






(B20- 021) 


; 



Gl 1 3 



J 1 14- 



A 
□ 

□ 

I 



-H115 
H116 



CH4 



J115- 
J 116- 



(H22) 



H1 17 



3 



H1 18 



H1 1 9 



Gl 1 5 



J 1 17- 
J 1 18 



ere-*- a^d^7a^ 



J 1 1 9 



AH- 



H120 



J120- 



J — Gl 1 1 



© 



(33) 32 001-87559 (P2001-87 5JL 



133] 



(p G117 ® 



3*« 



H121 
HI 22 



H123 



J121- 
J122- 



G118 
<, J123- 



-am 



H124 
H125 



(S25> 



H126 



025) 



J124- 
J125- 



G119 



J126- 



26fB 





H127 



&m (@28) 



aeofiUS&fiftN 1 cut* 
mm 



G120 



J 127- 



H128 



HI 29 





ftlfiUM*N1, N2« 


SrES (030) 




T 






i 




1 





G121 



J128- 



« \zx> 0 rum 



H130 



HI 31 



c 



J 130- 



J 1 3 1 



<anft^©«N 1 , n 20mm 



^-Artg^-^lcfcC/i: 



2001-87559 



1 



* NOTICES * 

Japan Patent Office is not responsible for any 
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Summary. 



(57) [Abstract] 

[Technical problem] the purpose of this invention receiving game programming [ to 
wish ] quickly and simply, and enjoying two or more players and games of a remote 
place — possible — moreover, the feeling of tension of a game, the mental situation 
of a game player, etc. — real time — ' and it is offering the game network system 
which can be grasped visually, and network game equipment 

[Means for Solution] By the living body sensor 1 1, each game terminals 1A and 1B 
which have a mobile phone function and a cellular-phone function while the game 
based on the game program downloaded from the host server 20 is going on detect 
the biological information of a player, and change the expression and the attitude of 
a portrait picture according to biological information. In the middle of advance of a 
game, since a partners content data of a game, biological information, etc. are 
transmitted and received through the host server 20, the expression and attitude 
can. be changed into real time also about a waging-war partner's portrait picture. 



[Translation done.] 
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CLAIMS 



[Claim(s)] 

[Claim 1] The game network system which is characterized by providing the 
following and which connected a game distribution pin centerjarge and two or more 
network game terminals through the network circuit The aforementioned game 
distribution pin centerjarge is a program storing means by which two or more game 
programs were stored. A distribution means to distribute a game program according 
to the demand from each aforementioned game terminal out of two or more game 
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programs stored in this program storing means. It is a receiving means to have 
received the game data accompanying execution of the game transmitted from two 
or more aforementioned game terminals, to have a transfer means to transmit this 
received game data to the game terminal which serves as a partner, and to receive 
the game program to which the aforementioned game terminal was distributed by the 
distribution means of the aforementioned game distribution pin center.large. The 
manual operation means manually operated in order to control the game program 
received by this receiving means, a game execution means to perform a game 
according to the program controlled by manual operation of this manual operation 
means, and a transmitting means to transmit the game data accompanying the game 
performed by this game execution means to the aforementioned game distribution 
pin center.large. 

[Claim 2] Network game equipment which is characterized by providing the following 
and which is connected with a game distribution pin center.large through a network 
circuit. A receiving means to receive the game program distributed from the 
aforementioned game distribution pin centerjarge. The manual operation means 
manually operated in order to control the game program received by this receiving 
means. A game execution means to perform a game according to the program 
controlled by manual operation of this manual operation means. A display means to 
display the contents of a game performed by this game execution means, and a 
transmitting means to transmit the game data accompanying the game performed by 
the aforementioned game execution means to the aforementioned game distribution 
pin centerjarge. 

[Claim 3] The aforementioned network game equipment is network game equipment 
according to claim 2 characterized by being the listed type game machine machine 
equipped with the telephone function with which the arm of the handheld game 
machine machine equipped with the telephone function carried by the player or a 
player is equipped. 

[Claim 4] The aforementioned network game equipment is network game equipment 
according to claim 2 characterized by being a handheld game machine machine 
removable to the mobile phone machine connected to the aforementioned network 
circuit, or a listed type game machine machine. 

[Claim 5] The game network system which is characterized by providing the 
following and which connected a game management pin centerjarge and two or more 
game terminals through the network circuit. Each aforementioned game terminal is 
1st creation means which creates the portrait picture which consists of combination 
of two or more partial pictures. A transmitting means to transmit the picture tbe 
data which specify each partial picture which constitutes this created portrait 
picture, A receiving means to receive the picture tbe data which specify a partners 
portrait picture sent from the game terminal of the partner by whom the picture tbe 
data transmitted by this transmitting means are transmitted through the 
aforementioned game management pin centerjarge, The 2nd creation means which 
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creates a partner's portrait picture combining the partial picture specified by the 
picture tbe data received by this receiving means, The display-control means on 
which a partners portrait picture created by this 2nd creation means and the 
portrait picture of self created by the creation means of the above 1st are displayed, 
It has a game execution means to perform a game between a partners game 
terminals through the aforementioned. network circuit, the aforementioned game 
management pin centerjarge A transfer means to transmit the aforementioned 
picture tbe data transmitted from two or more aforementioned game terminals, and 
the game data performed by the aforementioned game execution means to the game 
terminal which serves as a partner. 

[Claim 6] The game network system according to claim 5 characterized by having 
further a change means to make the form of the self currently shown by control the 
aforementioned display-control means', and a partners portrait picture change, 
according to the contents of the game performed by the aforementioned game 
execution means. 

[Claim 7] It is the game network system according to claim 6 which the contents of 
the game performed by the aforementioned game execution means are the 
superiority or inferiority in the middle of a game, ranking, or as a result of [ in the 
culmination of a game ] a game, and is characterized by change of the form of the 
aforementioned self and a partners portrait picture being the expression of a 
portrait picture, or change of an attitude. 

[Claim 8] The game network system according to claim 5 characterized by having 
further a change means to make the form of the self currently shown by control the 
aforementioned display-control means 1 , and a partners portrait picture change, 
according to the state-of-mind information detected by the state-of-mind detection 
means prepared in each aforementioned game terminal, and this state-of-mind 
detection means. 

[Claim 9] The aforementioned state-of-mind detection means is a game network 
system according to claim 8 characterized by being the living body sensor which 
detects the state of mind of a player as change of the living body of a player. 
[Claim 10] Network game equipment which is characterized by providing the 
following and which is connected with a game management pin center.large through a 
network circuit. The 1st creation means which creates the portrait picture which 
consists of combination of two or more partial pictures. A transmitting means to 
transmit the picture tbe data which specify each partial picture which constitutes 
this created portrait picture. A receiving means to receive the picture tbe data 
which specify a partner s portrait picture sent from the game terminal of the partner 
by whom the picture tbe data transmitted by this transmitting means are 
transmitted through the aforementioned game management pin centerjarge. The 2nd 
creation means which creates a partners portrait picture combining the partial 
picture specified by the picture tbe data received by this receiving means, The 
display-control means on which a partners portrait picture created by this 2nd 
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creation means and the portrait picture of self created by the creation means of the 
above 1st are displayed, and a game execution means to perform a game between a 
partner s game terminals through the aforementioned network circuit. 
[Claim 1 1] The aforementioned network game equipment is network game equipment 
according to claim 10 characterized by being the listed type game machine machine 
equipped with the telephone function with which the arm of the handheld game 
machine machine equipped with the telephone function carried by the player or a 
player is equipped. 

[Claim 1 2] Network game equipment according to claim 1 0 characterized by having 
further a change means to make the form of the self currently shown by control the 
aforementioned display-control means', and a partners portrait picture change, 
according to the contents of the game performed by the aforementioned game 
execution means. 

[Claim 13] It is network game equipment according to claim 12 which the contents 
of the game performed by the aforementioned game execution means are the 
superiority or inferiority in the middle of a game, ranking, or as a result of [ in the 
culmination of a game ] a game, and is characterized by change of the form of the 
aforementioned self and a partners portrait picture being the expression of a 
portrait picture, or change of an attitude. 

[Claim 14] Network game equipment according to claim 10 characterized by having a 
change means to make the form of the self currently shown by control the 
aforementioned display-control means', and a partner's portrait picture change, 
according to the state-of-mind information detected by state-of-mind detection 
means to detect the state of mind of the player in the middle of the aforementioned 
game, and this state-of-mind detection means. 

[Claim 1 5] The aforementioned state-of-mind detection means is network game 
equipment according to claim 14 characterized by being the living body sensor which 
detects the state of mind of a player as change of the living body of a player. 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not 
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2.**** shows the word which can not be translated. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] This invention relates to the game 
network system which can perform a game, and network game equipment through a 
network circuit. 
[0002] 

[Description of the Prior Art] The carried type game equipment known from the 
former is divided roughly into the game built-in game equipment of the type with 
which the game program was beforehand built in in the main part of equipment, and 
the game wearing type game equipment of the type with which the main part of 
equipment is equipped with the cartridge which built in the game program. These 
carrying type game equipment has the convenience that a game can be freely 
enjoyed also in the outdoors or a train, as compared with the non-portable game 
equipment of the type which defers the main part of equipment to domestic, and 
performs a game to it with the manual operation to an external controller. 
[0003] 

[Problem(s) to be Solved by the Invention] However, even if it is in the carried type 
game equipment mentioned above, in order to enjoy the game of another content of 
a game, by the case of game built-in game equipment, there is inconvenience that 
game equipment to eye a fixed hatchet with the another content of a game must be 
purchased, and there is inconvenience that the cartridge which built in the game 
program must be purchased separately, by the case where it is game wearing type 
game equipment. 

[0004] It aims at offering the game network system which can enjoy a game together 
with two or more game players which game programming [ to wish ] not only can 
come to hand quickly and easily, but [ when this invention has equipped the game 
program in the main part of equipment and wants to always perform a game as there 
is nothing, ] are present in the position which was far apart, and network game 
equipment. 

[0005] moreover, this invention — the feeling of tension of a game, the situation of a 

game, etc. — real time — and it sets it as other purposes to offer the game network 

system which can be visually felt actually, and network game equipment 

[0006] furthermore, this invention — the mental situation of a game player, a feeling 

of tension, etc. — real time — and it sets it as the other purposes to offer the game 

network system which can be grasped exactly, and network game equipment 

[0007] 

[Means for Solving the Problem] this invention is equipped with the following 
features in order to attain such a technical problem. In addition, the composition 
corresponding to the gestalt of operation is illustrated as one example by 
parenthesis writing during explanation of the means shown below. A sign etc. is a 
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drawing reference mark mentioned later. 

[0008] The game network system of invention according to claim 1 A network circuit 
(for example, Internet 30 shown in drawing 2 ) is minded. A game distribution pin 
center.large In the game network system which connected (for example, the host 
server 20 which shows drawing 2 ) f and two or more network game terminals (for 
example, game terminals 1 A and 1 B shown in drawing 2 ) A program storing means 
by which the game program of plurality [ pin center.large / game distribution / 
aforementioned ] was stored (for example, game program data ROM 22 shown in 
drawing 2 ), A distribution means to distribute a game program according to the 
demand from each aforementioned game terminal out of two or more game programs 
stored in this program storing means (for example, game distribution section 23 
shown in drawing 2 ), The game data accompanying execution of the game 
transmitted from two or more aforementioned game terminals are received. It has a 
transfer means (for example, transfer section 24 shown in drawing 2 ) to transmit 
this received game data to the game terminal which serves as a partner, the 
aforementioned game terminal A receiving means to receive the game program 
distributed by the distribution means of the aforementioned game distribution pin 
center,large (for example, transceiver section 9 shown in drawing 2 ), The manual 
operation means manually operated in order to control the game program received 
by this receiving means (for example, input section 3 shown in drawing 2 ), A game 
execution means to perform a game according to the program controlled by manual 
operation of this manual operation means (for example, CPU2 shown in drawing 2 ), 
It is characterized by having a transmitting means (for example, transceiver section 
9 shown in drawing 2 ) to transmit the game data accompanying the game performed 
by this game execution means to the aforementioned game distribution pin 
center,large. 

[0009] According to the game network system of this invention according to claim 1, 
in the game network system which connected a game distribution pin center.large 
and two or more network game terminals through the network circuit, the 
aforementioned game distribution pin centerjarge stores two or more game 
programs in a program storing means, and distributes a game program by the 
distribution means according to the demand from each aforementioned game 
terminal out of two or more game programs stored in this program storing means. 
Moreover, a transfer means receives the game data accompanying execution of the 
game transmitted from two or more aforementioned game terminals, and this 
received game data is transmitted to the game terminal which serves as a partner. If 
it operates manually in order that the aforementioned game terminal may control the 
received game program by the manual operation means, if a receiving means 
receives the game program distributed by the distribution means of the 
aforementioned game distribution pin center.large, a game performs according to the 
program controlled by the aforementioned manual operation, and a game execution 
means will transmit the game data accompanying the performed game to the 
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aforementioned game distribution pin center.large by the transmitting means. 
[0010] The network game equipment of invention according to claim 2 A network 
circuit In the network game equipment (for example, game terminals 1 A and 1 B 
shown in drawing 2 ) connected with a game distribution pin center,large (for 
example, host server 20 which shows drawing 2 ) through (for example, the Internet 
30 shown in drawing 2 ) A receiving means to receive the game program distributed 
from the aforementioned game distribution pin center.large (for example, transceiver 
section 9 shown in drawing 2 ), The manual operation means manually operated in 
order to control the game program received by this receiving means (for example, 
input section 3 shown in drawing 2 ), A game execution means to perform a game 
according to the program controlled by manual operation of this manual operation 
means (for example, CPU2 shown in drawing 2 ), A display means to display the 
content of a game performed by this game execution means (for example, display 4 
shown in drawing 2 ), It is characterized by having a transmitting means (for example, 
transceiver section 9 shown in drawing 2 ) to transmit the game data accompanying 
the game performed by the aforementioned game execution means to the 
aforementioned game distribution pin center.large. 

[0011] In the network game equipment which is connected with a game distribution 
pin center.large through a network circuit according to the network game equipment 
of this invention according to claim 2 If a receiving means receives the game 
program distributed from the aforementioned game distribution pin center.large and 
the received game program is controlled by manual operation of a manual operation 
means A game execution means transmits the game data accompanying the 
performed game to the aforementioned game distribution pin center.large by the 
transmitting means while displaying the content of a game which performed the 
game according to the program controlled by this manual operation, and was 
performed by the display means. 

[0012] Therefore, according to the game network system and the network game 
equipment according to claim 2 of invention according to claim 1 , even when game 
program data are not stored in the game terminal of self even if, two or more players 
and games which the game program data which want to play not only can come to 
hand quickly and easily (download), but are present in a remote place according to 
this game program data that came to hand can be enjoyed. 

[0013] Moreover, as for the network game equipment of invention according to claim 
2, it is effective like invention according to claim 3 that they are the handheld game 
machine machine (for example, the mobile phone type game equipment 300 shown in 
drawing 36 ) equipped with the telephone function carried by the player or the listed 
type game machine machine (for example, the listed type game equipment 1 00 
shown in drawing 34 , the listed type game equipment 200 shown in drawing 35 ) 
equipped with the telephone function with which the arm of a player is equipped. 
[0014] Moreover, as for the network game equipment of invention according to claim 
2, it is effective in the mobile phone machine connected to the aforementioned 
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network circuit like invention according to claim 4 that they are a removable 
handheld game machine machine (for example, mobile phone connection type game 
equipment 400 shown in drawing 37 ) or a listed type game machine machine. 
[0015] When according to this claim 3 and the network game equipment of invention 
given in four using, carrying as a user s arm is equipped or it puts in and carries in a 
user s pocket, two or more players and games which the game program data which 
want to play not only can come to hand quickly and easily (download), but are 
present in a remote place according to this game program data that came to hand 
can be performed. 

[0016] The network game system of invention according to claim 5 A network circuit 
(for example, Internet 30 shown in drawing 2 ) is minded. A game management pin 
center.large In the game network system which connected (for example, the host 
server 20 which shows drawing 2 ), and two or more game terminals (for example, 
game terminals 1A and 1B shown in drawing 2 ) The 1st creation means which 
creates the portrait picture which each aforementioned game terminal becomes from 
the combination of two or more partial pictures (for example, A101-A1 19 of CPU2 
shown in drawing 2 , and synthetic RAM8; drawing 8 ), A transmitting means to 
transmit the picture tbe data (for example, montage data) which specify each partial 
picture which constitutes this created portrait picture (for example, A120 of 
transceiver section 9; drawing 8 shown in drawing 2 ), A receiving means to receive 
the picture tbe data which specify a partners portrait picture sent from the game 
terminal of the partner by whom the picture tbe data transmitted by this 
transmitting means are transmitted through the aforementioned game management 
pin center,large For example, (D102 of transceiver section 9; drawing 16 , F104 of 
drawing 23 ) which are shown in drawing 2 , The 2nd creation means which creates a 
partner's portrait picture combining the partial picture specified by the picture tbe 
data received by this receiving means (for example, D102 of CPU2 shown in drawing 
2 , and synthetic RAM; drawing 16 , F104 of drawing 23 ), The display-control means 
on which a partners portrait picture created by this 2nd creation means and the 
portrait picture of self created by the creation means of the above 1st are displayed 
For example, (D102 of CPU2 shown in drawing 2 , and display drive circuit 5; drawing 
16 , F104 of drawing 23 ), A game execution means to perform a game between a 
partners game terminals through the aforementioned network circuit (for example, 
game advance processing of CPU2; drawing 23 shown in drawing 2 ), A transfer 
means to transmit the aforementioned picture tbe data to which ************ and 
the aforementioned game management pin centerjarge were transmitted from two or 
more aforementioned game terminals, and the game data performed by the 
aforementioned game execution means to the game terminal which serves as a 
partner (For example, G111 of transfer section 24; drawing 32 , G118-G121 of 
drawing 33 which are shown in drawing 2 ) It is characterized by having. 
[0017] In the game network system which connected a game management pin 
centerjarge and two or more game terminals through the network circuit according 
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to the game network system of this invention according to claim 5 Each 
aforementioned game terminal will transmit the picture tbe data which specify each 
partial picture which constitutes this created portrait picture by the transmitting 
means, if the portrait picture which consists of combination of two or more partial 
pictures is created by the 1st creation means. And if these transmitted picture tbe 
data receive the picture tbe data which specify a partner s portrait picture sent from 
a partners game terminal transmitted through the aforementioned game 
management pin centerjarge by the receiving means The 2nd creation means 
creates a partner s portrait picture combining the partial picture specified by these 
received picture tbe data, by the display-control means A partners portrait picture 
created by this 2nd creation means and the portrait picture of self created by the 
creation means of the above 1 st are displayed, and a game is performed between a 
partner's game terminals through the aforementioned network circuit by the game 
execution means. The aforementioned game management pin centerjarge transmits 
the aforementioned picture tbe data transmitted from two or more aforementioned 
game terminals by the transfer means, and the game data performed by the 
aforementioned game execution means to the game terminal which serves as a 
partner. 

[0018] Moreover, the network game equipment of invention according to claim 10 In 
the network game equipment (for example, game terminals 1A and 1B shown in 
drawing 2 ) connected with a game management pin centerjarge (for example, host 
server 20 which shows drawing 2 ) through a network circuit (for example, Internet 
30 shown in drawing 2 ) The 1 st creation means which creates the portrait picture 
which consists of combination of two or more partial pictures (for example, A101- 
A1 19 of CPU2 shown in drawing 2 , and synthetic RAM8; drawing 8 ), A transmitting 
means to transmit the picture tbe data which specify each partial picture which 
constitutes this created portrait picture (for example, A120 of transceiver section 9; 
drawing 8 shown in drawing 2), A receiving means to receive the picture tbe data 
which specify a partner s portrait picture sent from the game terminal of the partner 
by whom the picture tbe data transmitted by this transmitting means are 
transmitted through the aforementioned game management pin centerjarge For 
example, (D102 of transceiver section 9; drawing 16 , F104 of drawing 23 ) which are 
shown in drawing 2 , The 2nd creation means which creates a partner's portrait 
picture combining the partial picture specified by the picture tbe data received by 
this receiving means For example, (D102 of CPU2 shown in drawing 2 , and synthetic 
RAM8; drawing 16 , F104 of drawing 23 ), The display-control means on which a 
partner s portrait picture created by this 2nd creation means and the portrait picture 
of self created by the creation means of the above 1 st are displayed For example, 
(D102 of CPU2 shown in drawing 2 , and display drive circuit 5; drawing 16 , F104 of 
drawing 23 ), It is characterized by having a game execution means (for example, 
game advance processing of CPU2; drawing 23 shown in drawing 2 ) to perform a 
game between a partners game terminals through the aforementioned network 
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circuit. 

[0019] If the portrait picture which consists of combination of two or more partial 
pictures by the 1 st creation means is created in the network game equipment 
connected with a game management pin centerjarge through a network circuit 
according to. the network game equipment of this invention according to claim 10, 
the picture tbe data which specify each partial picture which constitutes this 
created portrait picture will be transmitted by the transmitting means. And if these 
transmitted picture tbe data receive the picture tbe data which specify a partners 
portrait picture sent from a partners game terminal transmitted through the 
aforementioned game management pin centerjarge by the receiving means A 
partners portrait picture is created combining the partial picture specified by the 
picture tbe data in which reception was carried out [ aforementioned ] by the 2nd 
creation means, by the display-control means A partner s portrait picture created by 
the 2nd creation means and the portrait picture of self created by the creation 
means of the above 1 st are displayed, and a game is performed between a partner's 
game terminals through the aforementioned network circuit by the game execution 
means. 

[0020] Therefore, according to a game network system according to claim 5 and 
network game equipment according to claim 1 0, two or more players and games 
which are present in a remote place can be enjoyed. Moreover, since a portrait 
picture is transmitted as the self other self and it is made to display the gestalten 
(expression, attitude, etc.) of each one of portrait pictures currently displayed on the 
game terminal of each player, the feeling of tension of a game, the situation of a 
game, etc. are not only visually realizable, but it can enjoy a game in comfort rather 
than it transmits the face picture photoed with the camera etc. 
[0021] Moreover, as for the aforementioned network game equipment of invention 
according to claim 10, it is effective like invention according to claim 11 that it is the 
listed type game machine machine (for example, the listed type game equipment 100 
shown in drawing 34 , the listed type game equipment 200 which are shown in 
drawing 35 ) equipped with the telephone function with which the arm of the 
handheld game machine machine (for example, the mobile phone type game 
equipment 300 shown in drawing 36 ) equipped with the telephone function carried 
by the player or a player is equipped. 

[0022] According to the network game equipment of this invention according to 
claim 11, since a user's arm can be equipped or it can put in and carry in a user's 
pocket, the portability of network game equipment can be improved. 
[0023] Moreover, invention according to claim 6 is set to the game network system 
of invention according to claim 5. A change means to make the gestalt of the self 
currently shown by control the aforementioned display-control means', and a 
partners portrait picture change according to the content of the game performed by 
the aforementioned game execution means Expression parts ROM6b shown in (2, for 
example, CPU shown in drawing 2 , and drawing 4 ; it is characterized by having 
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further change processing (1) of the portrait shown in drawing 26 , and change 
processing (2)) of the portrait shown in drawing 29 . 

[0024] Moreover, invention according to claim 1 2 is set to the network game 
equipment of invention according to claim 1 0. A change means to make the gestalt 
of the self currently shown by control the aforementioned display-control means', 
and a partner's portrait picture change according to the content of the game 
performed by the aforementioned game execution means Expression parts ROM6b 
shown in (2, for example, CPU shown in drawing 2 , and drawing 4 ; it is 
characterized by having further change processing (1) of the portrait shown in 
drawing 26 , and change processing (2)) of the portrait shown in drawing 29 . 
[0025] the gestalten (expression, attitude, etc.) of each one of portrait pictures 
which are displayed on the game terminal of each player according to the game 
network system of this invention according to claim 6, and the network game 
equipment of invention according to claim 12 — the content of a game — 
responding — real time — it can change — the feeling of tension of a game, the 
situation of a game, etc. — real time — and it is visually realizable 
[0026] Moreover, the contents of the game by which invention according to claim 7 
is performed by the aforementioned game execution means in the game network 
system of invention according to claim 6 are the superiority or inferiority in the 
middle of a game, ranking, or as a result of [ in the culmination of a game ] a game, 
and change of the form of the aforementioned self and a partner's portrait picture is 
characterized by being the expression (partial picture) of a portrait picture, or 
change of an attitude (description). 

[0027] Moreover, the content of the game by which invention according to claim 13 
is performed by the aforementioned game execution means in the network game 
equipment of invention according to claim 12 It is the superiority or inferiority in the 
middle of a game, ranking, or as a result of [ in the culmination of a game ] a game, 
and change of the gestalt of the aforementioned self and a partner's portrait picture 
is characterized by being the expression (partial picture) of a portrait picture, or 
change of an attitude (description). 

[0028] According to the game network system of this invention according to claim 7, 
and the network game equipment of invention according to claim 1 3, since the 
gestalt of a portrait picture can be changed by various stages or various factors, a 
game with the enjoyment filled more to change is realizable. 

[0029] Moreover, invention according to claim 8 is set to the game network system 
of invention according to claim 5. The state-of-mind detection means prepared in 
each aforementioned game terminal (for example, F101 of the living body sensor 1 1 
shown in drawing 2 , and CPU2; drawing 23 ), A change means to make the gestalt of 
the self currently shown by control the aforementioned display-control means', and 
a partner's portrait picture change according to the state-of-mind information 
detected by this state-of-mind detection means (For example, F1 1 1 of CPU2 shown 
in drawing 2 , and expression parts ROM6b; drawing 23 shown in drawing 4 ) It is 
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characterized by having further. 

[0030] Moreover, invention according to claim 14 is set to the network game 
equipment of invention according to claim 1 0. A state-of-mind detection means to 
detect the state of mind of the player in the middle of the aforementioned game (for 
example, F101 of the living body sensor 1 1 shown in drawing 2 , and CPU2; drawing 
23 ), A change means to make the form of the self currently shown by control the 
aforementioned display-control means', and a partners portrait picture change 
according to the state-of-mind information detected by this state-of-mind 
detection means (For example, F1 1 1 of CPU2 shown in drawing 2 , and expression 
parts ROM6b; drawing 23 shown in drawing 4 ) It is characterized by having. 
[0031] According to the game network system of this invention according to claim 8, 
and the network game equipment of invention according to claim 14 Since the 
gestalten (expression, attitude, etc.) of each one of portrait pictures currently 
displayed on the game terminal of each player can be changed into real time 
according to the mental situation of a player the time of performing a game between 
the players of a remote place — a partners mental situation, a feeling of tension, 
etc. — real time — and it can grasp exactly and a realistic game can be realized 
[0032] Moreover, invention according to claim 9 is characterized by the 
aforementioned state-of-mind detection means being a living body sensor (for 
example, living body sensor 1 1 shown in drawing 1 and drawing 2 ) which detects the 
state of mind of a player as change (for example, a pulse rate, a sweating state, etc.) 
of the living body of a player in the game network system of invention according to 
claim 8. 

[0033] Moreover, invention according to claim 1 5 is characterized by the, 
aforementioned state-of-mind detection means being a living body sensor (for 
example, living body sensor 1 1 shown in drawing 1 and drawing 2 ) which detects the 
state of mind of a player as change (for example, a pulse rate, a sweating state, etc.) 
of the living body of a player in the network game equipment of invention according 
to claim 14. 

[0034] According to the game network system of this invention according to claim 9, 
and the network game equipment of invention according to claim 15, since the state 
of mind of a player is detectable from biological information, change of an actual 
state of mind can be reflected in change of a portrait picture. 
[0035] 

[Embodiments of the Invention] Hereafter, the form of operation of the game 
network system which starts this invention with reference to drawing 1 - drawing 
37 , and network game equipment is explained in detail. 

[0036] [the form of the 1st operation] — with reference to drawing 1 - drawing 33 , 
the game network system using the network game equipment in a form and the 
network game equipment 1 of the 1 st operation is explained first 
[0037] The game network system of the gestalt of the 1st operation is network 
game equipment (it is hereafter called game equipment 1.) used in the game network 
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system concerned, communication connection being made, the game terminal 1 
which especially self treats is called game terminal 1A, and the game terminal 1 
which persons other than the self of a communication place treat is called game 
terminal 1 B the host server 20 for carrying out management of a communication 
game, and distribution of a game program — since — it becomes (refer to drawing 
2) 

[0038] Data communication facility, such as a cellular phone and PHS (Personal 
Handyphone System), is carried, and it connects with the Internet 30 through an 
antenna 10 from the transceiver section 9, and the game terminal 1 can receive 
game program data by accessing to the host server 20, or according to the game 
program data which came to hand, where communication connection is made with 
other game terminal 1B in a remote place, it can play a game. This game terminal 1 
is equipped with voice input section 36A and voice generating section 36B. moreover, 
at the time of a telephone call It transmits to the partner of a telephone call place 
through the Internet 30 which is a network circuit, pass KK a base station (refer to 
drawing 34 ) from the transceiver section 9 in the voice data inputted by the user 
from voice input section 36A — Moreover, it receives in the transceiver section 9 
and the voice data transmitted by the telephone call partner through KK a base 
station through the Internet 30 is generated from voice generating section 36B. 
[0039] Composition is explained first. Drawing 1 is the plan showing the appearance 
of the game terminal 1 . 

[0040] The game terminal 1 has the case of the notebook formula opened to right 
and left, in a left operation side Others [ b / "off-" key 3/ "on-" key 3a which 
performs ON of a power supply and OFF, and ], "Montage creation" key 3c operated 
in case a portrait picture is created, Bar code key 3e operated in case parts 
creation key 3d operated in case a partial picture is chosen and a portrait picture is 
created by self operation, and a bar code are read and a portrait picture is created, 
"Oneself" key 3f which specifies a candidate person "itself" or a "partner" on the 
occasion of portrait creation, "Partner" key 3g, the basic montage selection keys 3h 
and 3i which choose the basic montage which consists of fundamental combination 
of each partial picture beforehand memorized on the occasion of portrait picture 
creation "**, The parts specification keys 3j and 3k for specifying the parts 
(part) which serve as a candidate for change on the occasion of portrait picture 
creation "**, **", The partial picture selection keys 31. and 3m for choosing the 
partial picture of the changed parts specified as the aforementioned candidate for 
change "<-, ->", "Registration" key 3n operated in case the created portrait picture 
is saved, The living body sensor 1 1 which is a sensor for acquiring biological 
information, such as "start" key 3o, a pulse rate of a player, and a sweat rate, the 
bar code reading section 1 2, voice input section 36A, and voice generating section 
36B are prepared. 

[0041] Moreover, a display 4 and a camera 13 are formed in the left operation side 
of the aforementioned game terminal 1 . A display 4 is the display screen of for 
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example, a liquid crystal dot-matrix method, and this display 4 is equipped with the 
portrait image display area by the side of itself, and the portrait image display area 
by the side of a "partner." Moreover, the camera section 1 3 is constituted by the 
CCD camera etc., by operation of a photography key (illustration abbreviation), can 
photo an external picture and can incorporate it as image data. For example, it is 
possible to incorporate a person's face picture etc. as image data. 
[0042] On the other hand, ten key 3p "0-9" operated in case a numerical input is 
performed, operator key 3q "+, -, x, /, =", and alphabet key 3for [ various ] data 
inputs r "A-Z" are prepared in the right operation side of the aforementioned game 
terminal 1. 

[0043] Drawing 2 is a block diagram in which the game terminals 1A and 1B and the 
host server 20 show the game network system by which communication connection 
was made through the Internet 30, and the composition of the electronic circuitry of 
game terminal 1 A. 

[0044] As shown in drawing 2 , game terminal 1 A consists of CPU (Central 
Processing Unit)2, the input section 3, a display 4, the display drive circuit 5, ROM6 
and RAM7, composition RAM 8, the transceiver section 9, the antenna section 1 0, 
the living body sensor 1 1 , the bar code reading section 1 2, the camera section 1 3, 
voice input section 36A, and voice generating section 36B. Game terminal 1B is also 
the same composition. 

[0045] Moreover, the game program data ROM 22 with which the host server 20 
stores game program data as shown in drawing 2 They are various data (the content 
data of a game, montage data, the control data of a game, etc. are included.) 
between the game distribution section 23 which distributes the game program data 
demanded from the game terminals 1A and 1B by which communication connection 
was made, and game terminal 1A and game terminal 1B. It consists of CPUs21 which 
control transfer processing of the distribution processing to the demand place of the 
game program data remembered to be the transfer section 24 to transmit by the 
game program data ROM 22, the control data of the game which received, etc. 
[0046] In addition, although the example connected by the Internet showed the 
gestalt of communication connection at drawing 2 , various network circuits, such as 
LAN (Local Area Network) which consists of a communication line, and the cable or 
radio of exclusive use, are included, without restricting to this. 
[0047] CPU2 of the game terminal 1 (1A, 1B) reads the various control programs 
stored in the predetermined storage region of ROM6 based on the key stroke signal 
supplied from the input section 3 prepared in the right-and-left operation side of the 
aforementioned game terminal 1, stores them in RAM7 temporarily, performs various 
processings based on the program concerned, and carries out centralized control of 
each part of the game terminal 1. namely, CPU2 is displayed on a display 4 through 
the display drive circuit 5 while it performs various processings based on the 
predetermined program which carried out [ aforementioned ] reading appearance and 
stores the processing result in RAM7 
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[0048] Moreover, CPU2 reads a corresponding processing program from ROM6 
according to operation of the various function keys montage creation key 3c, parts 
creation key 3d, and bar code key 3e, and performs various processings. For 
example, portrait picture creation processing (refer to drawing 8 - drawing 10 ), 
game kind selection processing (refer to drawing 1 1 - drawing 12 ), game associate 
collection processing (refer to drawing 1 3 - drawing 1 5 ), waging-war rule 
determination processing (refer to drawing 1 6 - drawing 19), game download 
processing (refer to drawing 20 - drawing 22 ), game advance processing (refer to 
drawing 23 - drawing 30 ), etc. are performed. 

[0049] In portrait picture creation processing (refer to drawing 8 - drawing 10), 
CPU2 performs either of the bar code modes which read and decode the parts 
creation mode which specifies a partial picture by self operation and creates a 
portrait picture, or the bar code currently printed, acquire the montage data 
corresponding to a bar code, and create a portrait picture. 

[0050] If arbitrary partial pictures are chosen from the partial picture of each part 
grade stored in basic parts ROM6a of ROM6 in parts creation mode While 
memorizing CPU2 to RAM7 by using parts No. of each selected partial picture as 
montage data The partial picture corresponding to this montage data is read from 
basic parts ROM6a, it transmits to composition RAM 8, a portrait picture is created 
combining each partial picture, and it is made to display on a display 4. On the other 
hand, while CPU2 decodes the bar code data read by the bar code reading section 
12 by carrying out move operation of the game terminal 1, acquires montage data in 
bar code mode and memorizing to RAM7 The partial picture corresponding to this 
montage data is read from basic parts ROM6a, it transmits to composition RAM 8, a 
portrait picture is created combining each partial picture, and it is made to display 
on a display 4. Furthermore, the created montage data are transmitted to the host 
server 20 through the transceiver section 9. 

[0051] ** [ CPU's2 reception of the data about the kind of game which can be 
played transmitted by the host server 20 / display / the reminder display which 
presses for selection of the game played out of the kind data of this game / in game 
kind selection processing (refer to drawing 1 1 - drawing 12 ) / CPU / on a display 
4 ] Game No. of the game chosen when the kind of game was chosen is transmitted 
to the host server 20. 

[0052] ** [ CPU ? s2 reception of the data about a game associate collection situation 
transmitted by the host server 20 / display / the reminder display which presses for 
selection of collection situation No. of the game which is going to participate out of 
this game associate collection situation / in game associate collection processing 
(refer to drawing 13 - drawing 15 ) / CPU / on a display 4 ] Collection situation No. 
of the game chosen when collection situation No. of a game was chosen is 
transmitted to the host server 20. Moreover, the host server s 20 transmission of 
the success-or-failure data of an application displays the received success-or- 
failure data on a display 4. 



2001-87559 



18 



[0053] In waging-war rule determination processing (refer to drawing 16 - drawing 
19 ), CPU2 will determine a waging-war rule by the chat (talks) among waging-war 
persons based on this presentation data, if the presentation data of the waging-war 
rule transmitted by the host server 20 are received. Namely, the montage data 
created in each game terminals 1A and 1B in portrait picture creation processing are 
received through the host server 20, and the portrait picture of self and a partner s 
portrait picture are displayed on a display 4 based on montage data. Moreover, the 
chat data inputted from the input section 3 where a portrait picture is displayed are 
transmitted, and a partner s chat data are received from the host server 20. If such 
a chat is repeated and all waging-war persons' consent is obtained, a waging-war 
rule will be determined from the content. 

[0054] In game download processing (refer to drawing 20 - drawing 22 ), when the 
download necessity screen which asks whether download game program data from 
the host server 20 is displayed and download is made required, CPU2 receives the 
charge data of the game from the host server 20 first, and displays the received 
charge data on a display 4. And by operation of the input section 3, the virtual 
currency data corresponding to the aforementioned charge data are transmitted, and 
game program data are downloaded from the host server 20. 
[0055] In game advance processing (refer to drawing 23 - drawing 30 ), CPU2 
performs a game based on the game program data which came to hand. First, if the 
biological information of a player is acquired by the living body sensor 11, while 
memorizing the acquired biological information to RAM7, it transmits to the host 
server 20 and transmits to a waging-war partners game terminal 1 B. Moreover, 
game data, such as the content data of a game, a partners montage data, and 
biological information, are received through the host server 20. From the montage 
data of self, and a partner s montage data, CPU2 creates self and a partners 
portrait pictures N1 and N2, and displays them on a display 4. In the stage of the 
advance middle of a game, or a game result, the expression and the attitude of the 
portrait pictures N1 and N2 are changed and displayed according to content data of 
a game called the superiority or inferiority or **** of a game, and the biological 
information of a player, respectively. 

[0056] The input section 3 Aforementioned "ON" key 3a, the "off-" key b, 
"montage creation" key 3c, Parts creation key 3d and bar code key 3e, "oneself" 
key 3f, "partner" key 3g, The basic montage selection keys 3h and 3i "**, **", the 
parts specification keys 3j and 3k "**, **", It has partial picture selection keyl. [ 3 ] 
and 3m "<-, ->" and "registration" key 3n, "start" key 3o, ten key 3p, operator key 
3q, alphabet key 3r, and auto dialing key 3s, and the depression signal of the pushed 
key is outputted to CPU2. Auto dialing key 3s, in case various data are transmitted 
to the host server 20, it is the key by which depression operation is carried out, and 
if depression operation of this auto dialing key 3s is carried out, a circuit will be 
automatically connected to the host server 20 by the telephone auto-sending 
section with which the transceiver section 9 was equipped. 
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[0057] ROM6 stores the various control programs for the above CPU 2 controlling 
various operation of the game terminal 1 etc., and also is equipped with the various 
kinds ROM, such as basic parts ROM6a, expression parts ROM6b, and message 
ROM6c. 

[0058] Drawing 3 is drawing showing an example of each partial picture stored in 
basic parts ROM6a, drawing 4 is drawing showing an example of each partial picture 
stored in expression parts ROM6b, and drawing 5 is drawing showing an example of 
each description stored in message ROM6c. 

[0059] As shown in drawing 3 , basic parts ROM6a is divided roughly and has the 
basic parts ROM for faces, and the basic parts ROM for the whole body. 20 kinds of 
partial pictures are memorized as parts No.1-20, respectively about each partial 
picture which drawing 3 (A) shows an example of the content of storage of the basic 
parts ROM for faces, for example, constitutes portrait pictures, such as a profile, 
hair, an eye, a nose, and a mouth. Drawing 3 (B) shows the content of storage of the 
basic parts ROM for the whole body, and 20 kinds of partial pictures are memorized 
as parts No.1-No.20 like the basic parts ROM for faces, respectively about each 
partial picture which constitutes whole body pictures, such as a face, a drum, both 
hands, and both legs. 

[0060] Expression parts ROM6b stores the partial picture which constitutes the 
portrait picture according to the state in the middle of game advance. An example of 
the content of storage of the parts ROM for a display is shown in the middle of 
game advance which memorized the partial picture used in the state where drawing 
4 (A) "gets angry." the partial picture in the state of "getting angry" among the 
partial pictures used as the partial picture of the eye and mouth by which it is 
indicated by change according to biological information, game advance, etc. which 
are acquired in the predetermined stage in the middle of game advance — parts No. 
— it memorizes as 101, 102, and — the partial picture in the state "it is troubled" 
by the parts ROM for a display similarly among the partial pictures of the eye by 
which it is indicated by change in the middle of game advance, and a mouth in the 
middle of game advance shown in drawing 4 (B) — parts No. — it memorizes as 111, 
112, and — moreover, the partial picture in the state "it is surprised at the parts 
ROM for a display" in the middle of game advance shown in drawing 4 (C) — parts 
No. — it memorizes as 121, 122, and — Furthermore, the ********** pattern (" the 
inside of this drawing, part : in addition to this" column) for combining with the 
background of the portrait picture by the side of a winner in the stage as a result of 
a game is memorized. 

[0061] Message ROM6c stores the display or the description by which a voice 
output is carried out in the stage of the advance result in the middle of advance of a 
game according to the state at that time. 

[0062] As shown in drawing 5 , a description matches with expression parts ROM6b 
referred to corresponding to the state in the middle of game advance, and a state, 
and is memorized, the state of "getting angry" — parts No. of expression parts 
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ROM6b — 101, 102, and — ( drawing 4 (A)) are specified, and "it feels sick!!" is 
memorized as a description the state "where it is troubled" — parts No. of 
expression parts ROM6b — 111, 112, and — ( drawing 4 (B)) are specified, and "I 
am troubled" is memorized as a description the state "where it is surprised" — 
parts No. of expression parts ROM6b — 121, 122, and — ( drawing 4 (C)) are 
specified, and "this [!! ]" is memorized as a description 

[0063] The biological information by which CPU2 was acquired from the living body 
sensor 1 1 in the predetermined stage of game advance, Or according to the advance 
situation of a game, states, such as "it gets angry", "it being troubled", and "it being 
surprised", are determined. Read the description corresponding to the state where it 
determined from message ROM6c, and display on a display 4. Or while reading the 
partial picture which corresponds from expression parts ROM6b corresponding to 
the state while carrying out a voice output from voice generating section 36B, 
changing the expression of a portrait picture and storing in RAM7, it is made to 
display on a display 4. 

[0064] Drawing 6 is drawing showing the composition of the various data storage 
fields set as RAM7 and composition RAM 8. As the specified application program, 
input directions, input data, a processing result, etc. are shown in drawing 6 besides 
the work memory stored temporarily, RAM7 At the time of registration, montage 
data storage field 7a, transmitting person ID data storage field 7b, Kind data (game 
No.) storing field 7c of a game, 7d of game associate collection data (collection 
situation No.) storing fields, It has game program data storage field 7e, composition 
RAM 8, 7f of chat data storage fields, 7g of waging-war rule data storage fields, 7h 
of biological information storing fields, content data storage field of game 7i, and 
montage data storage field 7k in the middle of game advance. 

[0065] The montage data which are parts No. of each parts (a profile, hair, an eye, a 
nose, mouth) of the portrait picture created in the portrait picture creation 
processing ( drawing 8 - drawing 10 ) mentioned later are stored in montage data 
storage field 7a at the time of registration. The montage data (" of drawing 6 
candidate : oneself" column) of the portrait picture which self (game terminal 1A) 
created to the montage data stored, montage data (" of drawing 6 candidate : 
partner" column) of the portrait picture of the partner who was created in game 
terminal 1B of a communications partner, and received through the host server 20, 

2nd 5|^|c5|ci|cj|c5|c^ 

[0066] The transmitting person ID of the game terminal of self is memorized by 
transmitting person ID data storage field 7b. The transmitting person ID is the ID 
cord given by the host server 20, a registration code, or individual codes (serial 
number etc.) which are individually given to each game terminals 1A and 1B. In each 
stage of a game, in case various data are transmitted to the host server 20, both the 
transmitting persons ID concerned are transmitted. 

[0067] Game No. which is data showing the kind of game chosen as kind data 
storage field 7c of a game in the game kind selection processing ( drawing 1 1 - 
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drawing 12 ) mentioned later is memorized. 

[0068] Collection situation No. specified in the game associate collection processing 
( drawing 13 - drawing 15 ) mentioned later is stored in 7d of associate collection 
data (collection situation No.) storing fields of a game. 

[0069] In the game download processing ( drawing 16 - drawing 19 ) mentioned later, 
the game program data downloaded from the host server 20 are stored in game 
program data storage field 7e. 

[0070] The synthetic picture (portrait picture) of each partial picture to which each 
partial picture according to montage data was read from basic parts ROM6a or 
expression parts ROM6b is stored in composition RAM 8. 

[0071] In waging-war rule determination processing ( drawing 16 - drawing 19 ), 
game advance processing ( drawing 23 - drawing 30 ), etc. which are mentioned later, 
the chat data inputted by the player and the transmitted chat data are stored in 7f 
of chat data storage fields temporarily. 

[0072] The waging-war rule data determined in the waging-war rule determination 
processing ( drawing 16 - drawing 19 ) mentioned later are stored in 7g of waging- 
war rule data storage fields. 

[0073] In game advance processing ( drawing 23 - drawing 30 ), the biological 
information (pulse rate data, sweat rate data, temperature data, etc.) acquired from 
the living body sensor 1 1 is stored in 7h of biological information storing fields. 
[0074] In game advance processing ( drawing 23 - drawing 30 ), content data of a 
game called superiority or inferiority, ranking, etc. of a game which were transmitted 
by the host server 20 are stored in content data storage field of game 7i. 
[0075] The montage data changed according to the content data of a game, 
biological information, etc. are stored in the middle of advance of a game at montage 
data storage field 7k in the middle of game advance. 

[0076] The transceiver section 9 is constituted by telephone meanses, such as a 
cellular phone and PHS (Personal Handy Phone System). If auto dialing key 3s of the 
input section 3 is operated, the telephone auto-sending section of the transceiver 
section 9 will connect a circuit to the host server 20 automatically using a 
predetermined protocol, and will transmit various data. Moreover, the various data 
transmitted by the host server 20 are received. 

[0077] The content data of a game transmitted through the host server 20, the 
control data of a game, biological information, montage data, etc. are contained in 
the data transmitted and received from the game program data distributed by the 
host server 20 or other game terminal 1 B. Moreover, in case the transceiver section 
9 transmits the various aforementioned data to the host server 20, it transmits both 
the transmitting persons ID of the game terminal 1. 

[0078] The living body sensor 1 1 is a sensor for measuring biological information, 
such as a pulse rate of a player, and a sweating situation or temperature. If the 
finger of a player etc. is touched in the touch side of the living body sensor 1 1 
established in the left operation side as shown in drawing 1 1 , the aforementioned 
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biological information will be detected. 

[0079] The bar code read station 12 is equipment which reads optically the bar code 
which is prepared in the left operation side lower part of game terminal 1 main part, 
and is printed by a certain goods etc. If bar code key 3e of the input section 3 is 
operated, the aforementioned bar code will be read by bar code reading processing 
of CPU2, the bar code read by bar code decode processing is changed into montage 
data, and it sends to CPU2. The montage data obtained by bar code decode 
processing are stored in montage data storage field 7a of RAM7. 
[0080] Next, operation is explained. It explains by the following explanation, touching 
on a relation with the processing in the game terminal 1 (1 A, 1 B) about the various 
processings which explain the various processings first performed in (1) game 
terminal 1 (1 A, 1 B), next are performed with the host server 20 of (2) game network 
system. 

[0081] (1) Drawing 7 is a flow chart explaining the flow of processing of the whole 
game performed [ in / the game terminal 1 / processings / various / which are 
performed in the game terminal 1 (1A, 1B) ] /. First, the outline of the flow of the 
whole game is explained with reference to drawing 7 , and it explains after that that 
each processing flows in full detail. 

[0082] First, if the key stroke signal of montage creation key 3c of the game 
terminal 1 is inputted, CPU2 will start the portrait picture creation processing (refer 
to drawing 8 - drawing 10 ) mentioned later. Portrait picture creation processing is 
processing which compounds a partial picture and creates a portrait picture. For 
example, a portrait picture is created by composition of the partial picture of parts 
No. specified by the key stroke of the input section 3, composition of the partial 
picture of parts No. corresponding to bar code No. read by the bar code reading 
section 12, etc. CPU2 transmits the picture tbe data (it is hereafter called montage 
data.) which are data which specify each partial picture which constitutes the 
created portrait picture to the host server 20 through the transceiver section 9 with 
the transmitting person ID of the game terminal 1 concerned (Step S1). Montage 
data are parts No. of the partial picture of each parts which constitute a portrait 
picture. 

[0083] Next, CPU2 starts the game kind selection processing (refer to drawing 1.1 
and drawing 12 ) mentioned later. Game kind selection processing is processing 
which chooses the kind of game a player wants to play. If the kind of game which 
wants to play among two or more kinds of games which received from the host 
server 20 is chosen, CPU2 will transmit game No. which shows the kind of selected 
game to the host server 20 through the transceiver section 9 (Step S2). 
[0084] And CPU2 starts the game associate collection processing (refer to drawing 
13 , drawing 14 , and drawing 15 ) mentioned later. Game associate collection 
processing is processing which subscribes for a game to receive the associate 
collection situation of a game from the host server 20, and participate out of the 
received collection situation, in order to perform a game to a game network system 
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among other game terminal 1B which is making communication connection, 
collection situation No. about a game for CPU2 of game terminal 1A to receive game 
associate collection situation data from the host server 20, and participate — the 
transmitting person ID — ** — the participation to a game is subscribed by 
answering the host server 20 (Step S3) the application of the participation to a 
game — succeeding (game participation being accepted) — the waging-war rule 
determination processing mentioned later is started 

[0085] Determination processing (refer to drawing 16 - drawing 19 ) of a waging-war 
rule is processing which determines the rule of the game which it is going to perform 
from now on in the chat form of the participants in a game. Game terminal 1 A 
transmits and receives mutual chat data through the host server 20 among other 
game terminal 1 B (step S4). A rule can be determined under agreement of all game 
participants. 

[0086] Furthermore, CPU2 starts the game download processing (refer to drawing 20 
- drawing 22 ) about the game program to be used. The game download processing 
mentioned later is processing which downloads game program data from the host 
server 20 when the game chosen in the aforementioned game kind selection 
processing is not stored in the game terminal 1, and pays the charge for the host 
server 20 using virtual currency data (Step S5). 

[0087] Where the portrait picture creation processing mentioned above, game kind 
selection processing, game associate collection processing, waging-war rule 
determination processing, and game download processing are completed, a push on 
start key 3o of game terminal 1 A performs advance processing of a game (refer to 
drawing 23 - drawing 30 ). (Step S6; Yes) Game advance processing is processing of 
acquisition of the biological information in each stage of execution of the game for 
example, according to game program data, and game advance, the display of a 
portrait picture, gestalt change of a portrait picture, etc. (Step S7). 
[0088] Next, each above-mentioned processing is explained to a detail, respectively. 
First, portrait picture creation processing is explained with reference to drawing 8 - 
drawing 10 . Drawing 8 is a flow chart explaining portrait picture creation processing, 
drawing 9 is a flow chart explaining composition and display processing, and drawing 
10 (A) is drawing showing the example of the created portrait picture. Drawing 10 (B) 
is drawing showing the example in the case of carrying out move operation of the 
bar code top by the bar code read station 12, and creating a portrait picture. 
[0089] In the portrait picture creation processing shown in drawing 8 , if montage 
creation key 3c of the input section 3 is operated and CPU2 detects the key stroke 
signal concerned first (Step A101; Yes), it will be set as montage creation mode. 
[0090] In this montage creation mode, it is set as the parts creation mode which 
creates a portrait picture by specifying parts that parts creation key 3d is operated 
(Step A102). CPU2 specifies the montage data storage field by the side of itself as a 
storing place of montage data (Step A103). [ of montage data storage field 7a ] 
[ "himself" ] 
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[0091] Then, CPU2 reads first each partial picture "No.1" which constitutes the 1st 
basic montage from basic parts ROM6a (Step A104). 

[0092] On the other hand, when parts creation key 3d is not operated in Step A102, 
it is judged whether (step A102;No) bar code key 3e was operated. When bar code 
key 3e is operated, it is set as the bar code creation mode which reads (Step A105; 
Yes) and a bar code, changes into montage data, and creates a portrait picture. 
[0093] According to this bar code creation mode, he can save the time and effort 
which creates a portrait picture, and a famous man (for example, montage pictures, 
such as a foreigner actor), a child montage picture, and the montage picture 
classified by area can be created quickly and certainly as a portrait picture displayed 
in the case of a network game. Moreover, for the game player it is sensed that is 
shameful, displaying one's face picture on a network game can also use portrait 
pictures, such as a famous man, as its portrait picture, and it is effective. 
[0094] CPU2 specifies the montage data storage field by the side of itself as a 
storing place of montage data (Step A1 06). [ of montage data storage field 7a ] 
[ "himself" ] Then, reading processing of bar code data is performed. In this 
processing, the bar code printed by a certain goods is read by the optical data 
reading method by the bar code read station 12 prepared in the game terminal 1. 
[0095] If the books 35 for portrait picture collection are distributed or sold to each 
game player as shown in drawing 10 (B), or to surface 35a of these books 35 Since 
the bar code N20 which shows the montage data used in case these portrait picture 
N21 is created matches and is printed while two or more portrait pictures N21 are 
printed beforehand Only by carrying out move operation, pressing the bar code read 
station 12 in which the bar code N20 top which he wishes out of each of this bar 
code N20 was established by the game terminal 1 This bar code N20 is read by the 
optical data reading method by the bar code read station 12 prepared in the game 
terminal 1. 

[0096] If reading of bar code data is completed (Step A107), CPU2 will start bar 
code decode processing. The read bar code data are changed into the montage data 
which are parts No. of the partial picture which constitutes a portrait picture in this 
bar code decode processing (Step A108). If it is judged that bar code decode 
processing was completed (Step A109; Yes), the acquired montage data are stored 
in montage data storage field 7a of RAM (Step A1 1 0). 

[0097] Next, each partial picture of basic parts No.1 read in Step A1 04 or each 
partial picture corresponding to the montage data acquired from bar code data in 
Step A106 - Step A110 is transmitted to composition RAM 8, and CPU2 compounds 
it, and is made to display it on a display 4 as a basic montage (Step A1 11). 
[0098] Composition and display processing are explained with reference to drawing 9 
here. If parts No. of each partial picture memorized by basic parts ROM6a is 
specified, CPU2 will be transmitted to composition RAM 8 while it reads the partial 
picture corresponding to the parts No. and stores it in montage data storage field 7a 
by the side of itself (Steps A201-A205). In this case, each partial picture which 



2001-87559 



25 



constitutes the 1st basic portrait picture (basic montage) from composition RAM 8 
is compounded, and it is displayed on a display 4 (Step A206; refer to drawing 10 
(A)). 

[0099] Here, operation of the basic montage selection key "**, **" key of the input 
section 3 changes into "No.2" from "No.1" each parts No. which specifies a basic 
montage (Step A113). (Step S112) Then, according to parts No. "2" which shows 
the partial picture specified as the aforementioned basic montage, each partial 
picture (wholly in this case parts No. "2") memorized by basic parts ROM6a is read, 
composition and display processing are performed, and the 2nd basic montage is 
displayed on a display 4. 

[0100] That is, if the basic montage selection keys 3h and 3i **" are operated, 
CPU2 repeats and performs Steps A1 1 1-A1 13, and change composition of 20 kinds 
of basic montages memorized as parts No."1" - "20" will be carried out one by one, 
and it will be displayed. Thereby, a player chooses the basic montage near the 
portrait picture for which he wishes, and is made to display it on a display 4. 
[0101] Operation of the parts specification keys 3j and 3k "**, **" changes the 
object parts of pattern change into arbitrary parts (Step A1 15). (Step A1 14; Yes) For 
example, in changing a certain specific partial picture into the partial picture from 
which others differ among each partial picture which constitutes the basic montage 
near the portrait picture for which a player wishes currently displayed on the display 
4 by processing of the aforementioned step A1 1 1 - Step A1 1 3, it specifies the 
aforementioned parts for change by operating the parts specification keys 3j and 3k 

[0102] Then, operation of the partial picture selection keys 31. and 3m "<- ->" 
changes parts No. of the partial picture corresponding to the aforementioned parts 
for change (Step A1 17). (Step A1 1 6; Yes) CPU2 reads the partial picture 
corresponding to parts No. by which change selection was carried out from basic 
parts ROM6a, and displays the montage which performs composition and display 
processing and by which the partial picture was changed on a display 4 (Step A1 1 1). 
[0103] Thereby, a player can be changed into other partial pictures about the partial 
picture (parts for change) of hope of the basic montages made [ the display 4 ] to 
indicate by selection beforehand. Furthermore, when specifying other parts and 
changing a partial picture Processing of Step A1 1 4 - Step A1 1 7 is repeated, by 
operation of the parts specification keys 3j and 3k "**, and operation of the 
partial picture selection keys 31. and 3m "<-, ->" The partial picture about the parts 
for change is changed, composition and display processing are performed and the 
changed montage is displayed on a display 4. 

[0104] and when the portrait picture for which a player wishes is acquired If 
"registration" key 3n of the input section 3 is operated (Step A1 18; Yes) Synthetic 
processing of a partial picture is completed and parts No. of each partial picture 
corresponding to the portrait picture by which synthetic maintenance is carried out 
by composition RAM 8 is stored in montage data storage field 7a as montage data at 
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the time of registration of RAM7 (Step A1 19). 

[0105] In this portrait picture creation processing, the portrait picture N1 as shown, 
for example in drawing 10 (A) can be acquired. About "No.1" and a nose, parts No. is 
chosen from basic parts ROM6a about a profile, hair, an eye, and a mouth, the partial 
picture of "No.2" is chosen, and, as for the portrait picture N1 shown in this drawing 

10 (A), parts No. is compounded. 

[0106] Then, CPU2 transmits the montage data stored in montage data storage field 
7a to the host server 20 through the transceiver section 9 with the transmitting 
person ID (Step A1 20). In the host server 20, while saving the received montage 
data and the transmitting person ID temporarily, transmitting [ the check message of 
a purport which received montage data ] origin (game terminal 1 ) is answered. ** 
[ the game terminal's 1 reception of a check message / display / the check message 
/ terminal / on a display 4 ] (Step A121) 

[0107] Next, game kind selection processing is explained with reference to drawing 

1 1 - drawing 1 2 . Drawing 1 1 is a flow chart explaining game kind selection 
processing, and drawing 12 is drawing showing the example of a display of game 
selection screen 4a. 

[0108] In the game kind selection processing shown in drawing 1 1 , first, CPU2 
receives the data of the kind of selectable game from the host server 20, and 
displays game selection screen 4a as shown in drawing 1 2 on a display 4 (Step 
B101). 

[0109] That is, if the data of the kind of game which can be played are required of 
the host server 20 from the game terminal 1, the host server 20 will answer a letter 
to the game terminal 1 in the data (game No. and a game name are included.) of the 
kind of game which can be played out of the game program memorized by the game 
program data ROM 22. The message M1 which reminds game selection screen 4a 
shown in drawing 12 of the selection "choose out of the following game", Two or 
more kinds of games, such as kind display G3 of the kind display G1 of the "cards 
game" of game No. "1", the kind display G2 of the "musical instrument performance 
game" of game No. "2", and the "car race game" of game No. "3" and — , are 
displayed. The pointer P which directs the game to choose is displayed. 
[01 10] By then, operation of the parts specification keys 3j and 3k of the input 
section 3 "**, **" Pointer P is moved to the aforementioned kind displays G1 and 
G2 and the kind display of the game of — which wants to play a player inside. If 
"registration" key 3n is operated in order to decide selection (Step B102; Yes), 
CPU2 stores game No. of the selected game in kind storing field 7c of the game of 
RAM7 (Step B103). Furthermore, CPU2 transmits game No. of the selected game to 
the host server 20 with the transmitting person ID (Step B104). 
[0111] And in the host server 20, if the demand of game program data is received, 
the check message of a purport which received the demand will be created 
automatically, and a transmitting agency will be answered. At a game terminal, 
reception of the message of the confirmation of receipt distributed by the host 
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server 20 displays the message which received on a display 4 (Step B105). 

[0112] Next, game friend collection processing is explained with reference to drawing 

13 - drawing 15 . Drawing in which the flow chart with which drawing 13 explains 

game friend collection processing, and drawing 14 show the example of a display of a 

game friends collection situation, and drawing 15 are drawings showing the example 

of a display of the message indicator about the success or failure of a game 

application. 

[0113] In the game associate collection processing shown in drawing 13 , if 
distribution of a game associate collection situation is required of the host server 20, 
the host server 20 will transmit the game terminal 1 to data, such as kind [ of game 
which is looking for the associate ], and game start time, the collection number, 
demand-origin, when a distribution demand is received. 

[0114] The game terminal 1 will display the received collection situation data on a 
display 4, if the data of a game collection situation are received from the host server 
20 through the transceiver section 9 (Step C101; refer to drawing 14 ). 
[01 15] Drawing 14 shows the example of display screen 4b which displayed the 
collection situation of the game associate who received. Information, such as a kind 
of game, a game start time, and riding capacity (collection number), is displayed on 
display screen 4b of a game associate's collection situation. In the example shown in 
drawing 14 , to collection situation No. "1" To the collection situation B1 of "1st 
game [ of an ABC game ] PM 3:00 - riding capacity (two more persons) of two", and 
game associate collection No. "2" The collection situation of the associate of a 
game called collection situation B-2 "1 st game [ of a XYZ game ] PM 3:00 - riding 
capacity (one more person) of four" is displayed with collection situation No. 
Moreover, the pointer P which specifies for which game associate collection 
situation a player subscribes is displayed. 

[01 16] The collection information for which a player wants to subscribe by move 
operation of the pointer P through the input section 3 in display screen 4b of a game 
associate's collection situation is chosen. If selection is determined by operation of 
"registration" key 3n (Step C102; Yes) Associate collection No. of the game chosen 
and determined is stored in 7d of game associate collection data (collection situation 
No.) storing fields of RAM7 (Step C103), and aforementioned collection situation No. 
is transmitted to the host server 20 with the transmitting person ID after that (Step 
C104). 

[01 17] In the host server 20 which received game associate collection No. from the 
game terminal 1 , the game terminal of a subscribing agency is answered in a 
message to that effect noting that it checks whether the application which received 
this time is in collection riding capacity about collection situation No. which received, 
and an application is successful, when it is in collection riding capacity. Moreover, 
when the application about collection situation No. which received is over collection 
riding capacity, the game terminal of the application origin by the message of a 
purport already kept shut for the application is answered. 
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[0118] At the game terminal 1 which received the message about the success or 
failure of an application from the host server 20, the message which received is 
displayed on a display 4 (Step C105; refer to drawing 15 ). Drawing 15 is an example 
of display screen 4c which displayed the message which shows the success or 
failure of the application to a game friend collection situation, and a game friend's 
collection information that the player of the game terminal 1 subscribed here shows 
the message of the closed purport. For example, the message M2 which subscribed 
of " and "XYZ game the 1st game PM 3:00 of 2 - No. riding-capacity [ / of four ]" 
having been closed", and " and the message [ game / under collection ] M3 still 
"they are 1 st game / of an ABC game / PM 3:00 of 1 - No. riding-capacity / / of 
two /"" are displayed. 

[01 19] Then, an end of pushing "registration" key 3n or receiving a collection 
situation again etc. of the processing to the success or failure of an application ends 
game associate collection processing (Step C106; Yes). 

[01 20] Next, waging-war rule determination processing is explained with reference to 
drawing 16 - drawing 19 . Drawing 16 is a flow chart explaining waging-war rule 
determination processing, drawing 17 is drawing showing an example of 4d of display 
screens which displayed the presentation data of a waging-war rule, drawing 18 is 
drawing showing the example of a display of chat screen 4e displayed into the chat 
about a waging-war rule, and drawing 19 is drawing showing an example of 4f of 
display screens which displayed the determined waging-war rule. 
[0121] In the waging-war rule determination processing shown in drawing 16 , the 
presentation data about the game which participation determined from the host 
server 20 are received first, and the received presentation data are displayed on a 
display 4 (Step D101; refer to drawing 17 ). Since it is pitched against each other, 
the presentation data of the waging-war rule displayed here are data shown with the 
host server 20 as a rule to which it must consent mutually by waging-war partners. 
For example, as shown in drawing 17 , it is the presentation data T2 grade the 
presentation data T1 "the number of A games", and "B waging-war time." 
[01 22] Then, a waging-war partners montage data are received at the game terminal 
1 . CPU2 stores the received montage data in the storing field of the other party of 
montage data storage field 7a at the time of registration of RAM7. 
[0123] And CPU2 performs composition and display processing of a portrait picture 
(refer to drawing 9) about all the montage data (self and a partners montage data) 
stored in montage data storage field 7a. That is, each partial picture corresponding 
to montage data is read from basic parts ROM6a, and it transmits to composition 
RAM 8. Furthermore, CPU2 compounds each partial picture by composition RAM 8, 
creates a portrait picture, and displays it on a display 4 (Step D102). This 
composition and display processing will be performed about the montage data of all 
the participants that participate in a game, and a game participant's portrait picture 
will be displayed on a part for the number, and a display 4. 

[0124] Then, from the host server 20, a game terminal receives the data of the 
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purport which presses for the start of the talks about the waging-war rule by 
waging-war person all the members, and displays them on a display 4 (Step D103). 
[0125] Next, between each game terminal which participates in a game, the chat 
(conversation) about a waging-war rule is started. That is, if contents to tell a 
partner with a player are inputted from the input section 3 as chat data, CPU2 will 
be transmitted to the host server 20 while it stores the inputted chat data in 7f of 
chat data storage fields of RAM7. Moreover, the chat data which self inputted are.., 
displayed near the portrait picture N1 of self. Furthermore, when chat data are 
transmitted through the host server 20 from a waging-war partner, the chat data is 
received and chat data are displayed near the portrait picture N2 of the player of 
the transmitting origin of the chat data (Step D104; refer to drawing 18). 
[0126] For example, drawing 18 shows an example of chat screen 4e in the case of 
being pitched against each other by two persons, and a partner s portrait picture N2 
is shown on left-hand side by the portrait picture N1 of self, and right-hand side. 
Moreover, the contents of each chat data blow off and are displayed on the interior 
of displays F1 and F2. The chat data CH1 "how is the number of games in 2 times?" 
which self inputted are displayed on the interior of the blowdown display F1 near the 
portrait picture N1 of self, and the chat data CH2 "it is O.K." transmitted by the 
partner are displayed on the interior of the blowdown display F2 near a partners 
portrait picture N2. 

[0127] thus, each presentation data T1 and T2 ("the number of A games" — ) of the 
aforementioned waging-war rule About "B waging-war time", it continues a chat 
until a waging-war rule is determined by all participation-in-the-war persons' chat, 
all the members — a waging-war rule — consenting ("O.K." key) — while storing 
(Step D105; Yes) and the determined waging-war rule data in 7g of waging-war rule 
data storage fields of RAM7, it displays on a display 4 (Step D106; refer to drawing 
19) 

[0128] For example, 5 times, when the rule of 30 minutes is determined per time, the 
number of games waging-war time the message [ display / 4 / rule / following / " 
and ] M5 determination" as shown in drawing 1 9, and " — waging-war rule data T 
number of A gameis:5 times" — 1 and the waging-war rule data T'2 of "B waging- 
war time:30 minutes /, and 1 time" are displayed As mentioned above, if a waging- 
war rule is determined by the chats of all the participants in a game, waging-war rule 
determination processing will be ended. 

[0129] Next, game download processing is explained with reference to drawing 20 - 
drawing 22. Drawing 20 is a flow chart explaining the flow of game download 
processing, drawing 21 is drawing showing the example of a display of 4g of 
download necessity screens, and drawing 22 is drawing showing the example of a 
display of 4h of charge display screens. 

[0130] In the game download processing shown in drawing 20, 4g of download 
necessity screens which ask to a player whether the game program data used for a 
game are required for CPU2 of the game terminal 1 is displayed first (Step E101; 
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refer to drawing 21). 

[0131] On 4g of download necessity screens, for example, the message M6 "the 
game to be used is ?" as shown in drawing 21, The download unnecessary display Y1 
directed when there is no need for the download of "1 Using one's thing", The 
download important point display Y2 which it directs when you need the download of 
"using, downloading" is displayed, and the pointer P for directing either the 
aforementioned download important point display Y2 and the download unnecessary 
display Y1 is displayed. 

[0132] In 4g of this download necessity screen, when Pointer P is moved up and 
down by operation of the parts specification keys 3j and 3k of the input section 3 
and the download important point display Y2 is directed by it (Step E102), CPU2 of 
the game terminal 1 is transmitted to the host server 20 with game No. of the game 
which downloads the signal which requires charge data. At this time, the transmitting 
person ID is transmitted simultaneously. In the host server 20, if the demand of 
charge data is received, the charge data of this game No. that received will be 
checked, and demand transmitting origin will be answered. 

[0133] At the game terminal 1, reception of charge data displays the charge data on 
a display 4 (Step E103; refer to drawing 22). As shown in drawing 22, the kind "a car 
race game" of game and the charge data R of "1000 yen" are displayed on 4h of 
charge display screens displayed on the display 4 as a "game program charge." 
[0134] If the check of the charge of a 4h [ of charge display screens ] game is. 
completed and "registration" key 3n of the input section 3 is operated by the player 
(Step E104), GPU2 will be transmitted to the host server 20 with game No. which 
requires download for the virtual currency data for networks according to the shown 
charge (Step E105). At this time, the transmitting person ID transmits 
simultaneously. 

[0135] The host server 20 which received the aforementioned virtual currency data 
checks the received virtual currency data and the kind of game, reads the game 
program data which correspond from the game program data ROM 22, and answers a 
transmitting agency. 

[0136] At the game terminal 1, if the demanded game program data are received, the 
game program data is stored in game program data storage field 7e of RAM7 (Step 
E106), and if reception of game program data is completed (Step E107), game 
download processing will be ended. 

[01 37] Next, game advance processing is explained with reference to drawing 23 - 
drawing 30. Drawing 23 is a flow chart explaining the flow of game advance 
processing, drawing 24 It is drawing showing reminder display screen 4i as which the 
message which presses for a touch of the living body sensor 1 1 was displayed, 
drawing 25 It is drawing showing the example of a display of the portrait pictures N1 
and N2 displayed in the middle of game advance, drawing 26 It is a flow chart 
explaining change processing (1) of a portrait, drawing 27 It is a graph showing time 
change of a pulse rate, drawing 28 It is drawing showing the example of a display of 



2001-87559 



31 



the portrait pictures N1 and N2 by which it was indicated by change in change 
processing (1) of a portrait drawing 29 It is a flow chart explaining change 
processing (2) of a portrait, and drawing 30 is drawing showing the example of a 
display of the portrait pictures N1 and N2 by which it was indicated by change in 
change processing (2) of a portrait. 

[0138] The partial picture which constitutes the portrait picture currently displayed 
on the display 4 from game advance processing according to the advance situation 
of biological information or a game in each stage, such as the predetermined stage 
of the game to perform, for example, the stage at the time of the start of a game, 
each stage in the middle of advance of a game, and a stage as a result of a game, is 
changed. Specifically, the biological information of a player is acquired in the middle 
of advance of a game from the living body sensor 1 1 of self, each partial picture of 
the portrait picture N1 of self is changed and displayed on it according to the 
biological information, and expression and an attitude are changed into it. Moreover, 
a waging-war partner's biological information is acquired through the transceiver 
section 9, each partial picture of a partners portrait picture N2 is changed and 
displayed according to the biological information, and expression and an attitude are 
changed. Moreover, in the stage as a result of a game, according to results, such as 
victory or defeat of a game, each partial picture of the aforementioned portrait 
pictures N1 and N2 is changed further, and is displayed. Moreover, in this game 
advance processing, a chat with a waging-war partner is possible in the middle of 
advance of a game. 

[0139] Hereafter, game advance processing is explained with reference to drawing 
23. The montage data of self created in above-mentioned portrait picture creation 
processing are stored in RAM7. The game program data about the game chosen in 
above-mentioned game kind selection processing download by game download 
processing, and are stored in RAM7. In the state where a waging-war partner 
determines by associate collection processing of an above-mentioned game, a 
waging-war rule is determined by above-mentioned waging-war rule determination 
processing among waging-war partners, and the waging-war rule is stored in RAM7 
CPU2 will start game advance processing, if the start time of a game is clocked. 
[0140] In the stage of a game start, first, from the host server 20, the reminder data 
to a player are transmitted so that the living body sensor 1 1 may be touched. CPU2 
of the game terminal 1 is displayed on reminder display screen 4i which shows the 
received reminder data to drawing 24. The directions M7 "touch your fingertip on a 
living body sensor in advance of a game start" are displayed on the reminder display 
screen (Step F101; refer to drawing 24). 

[0141] According to this reminder directions 4i, if the fingertip of a player touches 
the living body sensor 1 1 , in the living body sensor 1 1 , biological information called 
the pulse rate and sweat rate of a player will be measured, and CPU2 is displayed on 
a display 4 while it acquires the measured data and stores them in 7h of biological 
information storing fields of RAM7. Moreover, CPU2 transmits the aforementioned 



2001-87559 



32 



biological information to the host server 20 with the transmitting person ID (Step 
F102). 

[0142] Then, CPU2 reads each partial picture corresponding to the montage data of 
self stored in RAM7 from basic parts ROM6a, performs composition and display 
processing (refer to drawing 9) mentioned above, and displays the portrait picture N1 
of self on a display 4 (Step F1 03). 

[0143] And from the host server 20, if a waging-war partners montage data are 
received, CPU2 of the game terminal 1 stores the montage data of the 
communications partner which received in the storing field of the other party of 
montage data storage field 7a of RAM7: Furthermore, each partial picture 
corresponding to the montage data is read from basic parts ROM6a, composition and 
display processing (refer to drawing 9) mentioned above are performed, and a 
partners portrait picture N2 is displayed on a.display 4 (Step F104). 
[0144] Then, if chat data are inputted from the input section 3, while storing this 
chat data in 7f of chat data storage fields of RAM7, it displays on a display 4 (Step 
F105). And if a chat entry of data is completed and "registration" key 3n is operated 
(Step F106; Yes), CPU2 will transmit the aforementioned chat data to the host 
server 20 with the transmitting person ID (Step F107). 

[0145] CPU2 is displayed after that into the blowdown display F1 to which the 
transmitted chat data were given by the month of the portrait picture N1 of self 
(Step F108; refer to drawing 25). And if the chat data of the waging-war partner 
from the host server 20 are received further (Step F1Q9), it will blow off and this 
received chart data will be displayed on the inside which was given by the month of 
a partners portrait picture N2 and which is display F2 (Step F1 10; refer to drawing 
25). 

[0146] In the stage so far, it blows off to a display 4 with the portrait pictures N1 
and N2 about each of self and a waging-war partner, and displays F1 and F2 and the 
chat data CH3 and CH4 are displayed on it. In the example shown in drawing 24, the 
chat [ blow off and / inside / of display F2 / "it will do its best to the last!!" ] data 
CH4 which the chat [ blow off and / inside / of display F1 / "it is Murata in 
Tokyo" ] data CH3 displayed on the month of the portrait picture N1 of self were 
displayed, and was displayed on the month of a waging-war partners portrait picture 
N2 are displayed. 

[0147] Next, CPU2 performs processing changed and displayed on the portrait 

picture showing the display and attitude corresponding to biological information for 

the portrait pictures N1 and N2 currently displayed. Hereafter, with reference to 

drawing 26, it explains as change processing (1) of a portrait. 

[0148] In change processing (1) of the portrait shown in drawing 26, first, if a 

waging-war partners biological information is received from the host server 20, 

CPU2 of the game terminal 1 stores the biological information which received in 7h 

of biological information storing fields of RAM7 (Step F201). 

[0149] And in order to judge in what mental situation the value of the biological 
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information of self and a partner is, it distinguishes whether it belongs to which 
range of the set point set up beforehand. Drawing 27 is a graph which shows time 
change of a pulse rate. The graph shown in this drawing 27 sets a vertical axis a 
pulse rate, sets a time-axis as a horizontal axis, and aging of the pulse rate detected 
by the living body sensor 1 1 is expressed. The straight line shown in (A) and the 
straight line shown in (B) are the set points of a pulse rate among drawing 27, 
respectively. 

[0150] When it is distinguished that a pulse rate is below the set point (A) in 
distinction of Step F202, the mental situation has settled down, judges that there is 
no big change, and does not change the expression or the attitude of a portrait 
picture. On the other hand, when the pulse rate belonged to the range of the set 
point (A) to the set point (B) and it is distinguished, it judges that a mental situation 
has change and corresponding parts No. is read from expression parts ROM6b 
corresponding to the state where it is determined from the pulse rate of this range, 
and it replaces with the montage data stored in montage data storage field 7a, and 
memorizes. If a pulse rate furthermore becomes more than the set point (B), it 
judges that a mental situation has change too, and corresponding parts No. is read 
from expression parts ROM6b corresponding to the state where it is determined 
from the pulse rate of this range, and it will replace with the montage data stored in 
montage data storage field 7a, and will memorize. 

[0151] And CPU2 reads from expression parts ROM6b, is substituted for the partial 
picture currently displayed, and displays the partial picture corresponding to the 
montage data updated according to biological information, such as a pulse rate, 
(Step F203). Furthermore, the message corresponding to the state where it is 
determined from biological information, such as a pulse rate, is read from message 
ROM6c, and it is made to replace with and display on the chat data CH3 and CH4 
currently displayed in the blowdown displays F1 and F2. 

[0152] Drawing 28 is a picture in the state where the partial picture of a portrait 
picture changed according to biological information. It is in the middle of advance of 
a game (this example car race game), and when the self pulse rate was measured 
with "120", it was in the range (pulse rate in the time t2 of drawing 27) for example, 
more than the set point (B) by CPU2 and it distinguishes, the state of mind at this 
time is judged to be the state which is in the state more than the set point (B) of 
"getting angry." And the partial picture of corresponding parts No. is read from 
expression parts ROM6b (refer to drawing 4 (A)) corresponding to the state of 
"getting angry" as shown in drawing 5. When parts No. at the time of registration is 
"1", the partial picture of parts No. "101" is read and a change indication of the 
partial picture of an eye and a mouth is given. Furthermore, a message M7 "it feels 
sick!!" is read from message ROM4c (refer to drawing 5), and it replaces with and 
displays on the chat data CH3 in the blowdown display F1. 

[0153] Moreover, it is in the middle of advance of a game, and when the pulse rate 
of the partner transmitted by the host server 20 was "70", it was in the set point 
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(A) and the range between (B) (pulse rate in the time t1, t3 f and t4 of drawing 27) by 
CPU2 and it distinguishes, the state of mind at this time is judged to be the state 
which is in the set point (A) and the state between (B) "where it is surprised." And 
the partial picture of corresponding parts No. is read from expression parts ROM6b 
(refer to drawing 4 (C)) corresponding to the state "it is surprised" as shown in 
drawing 5. When parts No. at the time of registration is "2", the partial picture of 
parts No. "102" is read and a change indication of the partial picture of an eye and a 
mouth is given. 

[0154] Thus, it is in the middle of advance of a game, change processing (1) of a 
portrait is performed, a state of mind is judged from biological information called the 
pulse and sweat rate of a player, the state of mind is embraced, a portrait picture is 
changed, and the message corresponding to a state is displayed. 
[01 55] Next, CPU2 performs processing on which the expression of a portrait 
picture and an attitude are changed and displayed according to the contents of a 
game, such as on-going superiority or inferiority [ picture / portrait / which is 
displayed ] of a game, or ranking. With reference to drawing 29, it explains as change 
processing (2) of a portrait below. 

[0156] In change processing (2) of the portrait shown in drawing 29, first, if the data 
of the contents of a game (superiority or inferiority of a game, ranking, etc.) are 
received from the host server 20, CPU2 of the game terminal 1 stores the received 
content data of a game in content data storage field of game 7i of RAM7 (Step 
F301). 

[01 57] And according to the received content data of a game, corresponding parts 
No. is read from corresponding expression parts ROM6b, and it replaces with the 
montage data stored in montage data storage field 7a, and memorizes. 
[0158] And CPU2 reads from expression parts ROM6b, is substituted for the partial 
picture currently displayed, and displays the partial picture corresponding to the 
montage data updated according to the content of a game (Step F302; refer to 
drawing 30). Furthermore, the message corresponding to the state where it is 
determined from the content data of a game is read from message ROM6c, and it is 
made to display into the blowdown displays F1 and F2 (Step F303; M8 of drawing 30, 
M9 reference). 

[01 59] Drawing 30 is a picture in the state where the expression and the attitude of 
a portrait picture changed according to the content of a game. For example, as a 
result of a game (this example car race game), by stages, when a partner ranks 1 st 
and he ranks 2nd, CPU2 determines the state (here, the other party is a "victory" 
and he is "defeat") of a player from each ranking stored in content data storage 
field of game 7i of RAM7 at the present time. And the partial picture of 
corresponding parts No. is read from expression parts ROM6b corresponding to the 
state where it was determined. The message which furthermore corresponds from 
message ROM6c is read, and it replaces with and displays on the message in the 
blowdown displays F1 and F2. 
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[0160] Partial pictures, such as an eye and a mouth, are changed, and the message 
M8 "** Waugh [!! ] who won" blows off, and the portrait picture N2 of the other 
party of the 1st place is displayed in display F2 so that the expression 
corresponding to the state of a "victory" may be expressed. Moreover, partial 
pictures, such as an eye and a mouth, are changed, and the message M9 "lose and 
allow!!" blows off, and its portrait picture N1 is displayed in display F1 so that the 
expression corresponding to the state of "defeat" may be expressed. [ of the 2nd 
place ] 

[0161] Thus, the partial picture which constitutes a portrait picture from a stage 
according to the content of a game of superiority or inferiority and ranking of a game 
is changed as a result of the advance middle of a game, and the message 
corresponding to the state is displayed. 

[0162] (2) While a relation with the data exchange with the game terminals 1A and 
1 B by which communication connection is made in the processing in the host server 
20 is shown in an above-mentioned game about the various processings performed 
with the host server 20 next, explain. Drawing 31 - drawing 33 are the flow charts 
explaining the relation of three persons of the host server 20, game terminal 1 A 
self s, and a partner's game terminal 1 B of processing. Since it explained in full detail, 
processing of the game terminal 1 (1A, 1B) is explained focusing on processing of 
the host server 20. 

[0163] First, the host server 20 is received from the game terminals 1A and 1B by 
which communication connection is made. If the application of the game performed 
with this game network system is made (Steps H101 and J101) and the application 
data is received in the host server 20 Data, such as the transmitting person ID of 
the game terminals 1A and 1B who transmitted the application, are memorized to 
RAM21A of the host server 20 installed by the host server 20 (Step G101). And the 
host servers 20 CPU21 transmits the reminder indicative data for displaying the 
display which presses for creation of a portrait picture to the game equipments 1 A 
and 1 B so that portrait creation processing may be performed in each game terminal 
(Step G102). 

[0164] The game terminals 1A and 1B display the reminder indicative data which 
received on the display screen (Steps H102 and J 102), and the montage data 
created by portrait picture creation processing and the transmitting person ID are 
transmitted after that (refer to Step H103 and J 103; drawing 8). 
[0165] In the host server 20, if montage data etc. are received from the game 
terminals 1A and 1B (Step G103), it will secure RAM21A, the check message of a 
purport which received montage data will be read from the message ROM in the host 
server 20 which does not illustrate after that, and a check message will be 
transmitted to the transmission place of montage data (Step G104). The game 
terminals 1A and 1B display the check message which received to the display 4 
(Steps H104 and J 104). 

[0166] Subsequently, the host servers 20 CPU21 transmits the indicative data for 
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displaying the game selection screen (referring to drawing 12) which is the display 
screen for pressing for selection of the kind of game to the game equipments 1 A 
and 1 B so that game kind selection processing may be performed in each game 
terminals 1A and 1B (Step G105). The game terminals 1A and 1B display the 
indicative data which received on a display 4 (refer to Step H105, J105; drawing 11, 
and drawing 12), and game No. of the kind of game and those [ transmitting / ID ] 
who were chosen by the manual operation of the player of each game terminal are 
transmitted after that (Steps H106 and J 106). 

[0167] In the host server 20, if game No. is received from the game terminals 1A and 
1B (Step G106), it will secure RAM21A, the check message of a purport which 
received selection game No. will be read from the message ROM which is not 
illustrated in the host server 20 after that, and a check message will be transmitted 
to the transmission place of selection game No. (Step G107). The game terminals 1 A 
and 1B display the check message which received on a display 4 (Steps H107 and 
J 107). 

[0168] Next, the host servers 20 CPU21 transmits game friend collection situation 
data to each game terminals 1A and 1B (Step G108). The game terminals 1A and 1B 
display the received game friend collection situation data on a display 4 (refer to 
Step H108, J 108; drawing 13, and drawing 14), and friend collection No. of a game 
and those [ transmitting / ID ] who were chosen by operation of the player of each 
game terminals 1 A and 1 B are transmitted after that (Steps H109 and J 109). In the 
host server 20, if friend collection No. of a game is received from the game terminals 
1A and 1B, it will judge whether it secures RAM21A and the participation to the 
game which subscribed is accepted, and the judgment result will be transmitted to 
each game terminals 1A and 1B (Step G109; refer to drawing 15). 
[0169] Next, the host server's 20 CPU21 transmits the presentation data of the 
waging-war rule of a game to each game terminals 1 A and 1B (Step G1 10). The 
game terminals 1A and 1B display the presentation data of the waging-war rule of 
the game which received on a display 4 (refer to Step H1 10, J1 10; drawing 16, and 
drawing 1 7). Furthermore, the host server 20 transmits a waging-war partners 
montage data to the game terminals 1A and 1B by the transfer section 24 (Step 
G1 1 1). That is, the host servers 20 CPU21 exchanges each montage data between 
game terminal 1 A which the participation to a game determined in game associate 
collection processing among the montage data transmitted from each game 
terminals 1A and 1B memorized by RAM21A, and 1B. If a waging-war partners 
montage data are received, respectively, the game terminals 1A and 1B will create a 
portrait picture from the received montage data, and will display it on a display 4 
(refer to Step H1 1 1 and J1 1 1 ; drawing 1 8). 

[0170] Moreover, the host server 20 transmits the data for displaying the display 
screen for which it presses from the message ROM which is not illustrated so that 
talks (chat) of all game participation-in-the-war persons may be started about the 
waging-war rule of a game to each game terminals 1A and 1B (Step G1 12). If the 
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data of the purport which presses for the talks about a waging-war rule are received, 
the game terminals 1A and 1B will display the reminder data on the display screen, 
and will start the chat between each game terminal 1A and 1B. Mutual chat data are 
exchanged between each game terminal 1A and 1B through the host server 20 
(Steps H1 13 and J1 13). That is, if the host server 20 is inputted at each game 
terminals 1A and 1B and the transmitted chat data are received, he will hand the 
received chat data to the transfer section 24, and will transmit to the game 
terminals 1A and 1B which serve as each waging-war partner. 
[0171] Then, if the recognition about the rule of a game is obtained in all the game 
terminals 1A and 1B that participate in a game, a waging-war rule will be determined 
and it will transmit to each game terminals 1 A and 1B as rule data (Step G1 13). 
Each game terminals 1A and 1B will be displayed on a display 4, if the determined 
waging-war rule is received (refer to Step H1 14 and J1 14; drawing 19). 
[0172] Next, the host server 20 transmits the data of a download necessity check of 
a game program to each data terminals TA and 1B (Step G114). ** [ the game 
terminals' 1A and 1B reception of the necessity check data / display / the download 
necessity screen (refer to drawing 21) of a game program / based on the received 
data / terminals / on a display 4 ] (refer to Step H1 1 5, J1 1 5; drawing 20, and 
drawing 21) And when it is necessary to download, as for the game terminals 1 A and 
1 B, download transmits a required purport to the host server 20 (Steps H1 16 and 
J116). 

[0173] In the host server 20, the charge data of the game program for which 
download was needed are read from a charge data RAM (illustration ellipsis), and a 
letter is answered to the game terminals 1A and 1B (Step G115). the purport that 
payment of a charge was checked when the game terminals 1A and 1B displayed the 
received charge data (refer to Step H1 1 7 and J 11 7; drawing 22) and 3m of register 
keys of a check sake was operated in the displayed charge — the host server 20 — 
transmitting (Steps H1 18 and J1 18) — the virtual currency data corresponding to 
charge data are transmitted to the host server 20 (Steps H1 1 9 and J1 1 9) 
[0174] In the host server 20, if the check to charge data and the virtual currency 
data corresponding to charge data are received, the game program data for which 
download is needed will be read from the game program data ROM 22, will be passed 
to the game distribution section 23, and will be distributed to the game terminals 1 A 
and 1B through the game distribution section 23 (Step G116). The received game 
program data are stored in game program data storage field 7e of RAM7 at the game 
terminals 1A and 1B (Steps H120 and J 120). 

[01 75] Next, in the host server 20, the data of the purport which presses for a touch 
of the living body sensor 1 1 are transmitted to each game terminal that advance of a 
game should be started (Step G1 1 7). If the touch reminder data to the living body 
sensor 1 1 are received, each game terminal will display this reminder data on a 
display 4~(refer to Step H122 and J 122; drawing 24), and will transmit the biological 
information acquired by the living body sensor 1 1 to the host server 20 (Steps H122 
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and J122). Furthermore, a game terminal displays the portrait picture N1 of self on a 
display 4 (Steps H123 and J123). The host server 20 memorizes the biological 
information which received to RAM21 A. 

[01 76] Then, the host server 20 transmits a waging-war partners montage data 
stored in RAM21A to each game terminals 1 A and 1B (Step G1 18). At the game 
terminals 1A and 1B f the chat data which displayed a waging-war partner's portrait 
picture N2 (Steps H124 and J124), and were inputted from the received montage 
data are displayed on a display 4, and it transmits to the host server 20 (Steps H125 
and J 125). Moreover, the host server 20 displays the chat data blown off and 
attached to the portrait picture N1 of self (refer to Step H126 and J126; drawing 25). 
[01 77] The host server 20 transmits a waging-war partners chat data stored in 
RAM21A to each game terminals 1A and 1B (Step G119). At the game terminals 1A 
and 1 B, reception of a waging-war partner s chat data displays the chat data blown 
off and attached to a partner's portrait picture N2 (refer to Step H127 and J127; 
drawing 25). 

[0178] Then, the host server 20 transmits a waging-war person's biological 
information stored in RAM21A to each game terminals 1A and 1B (Step G120). If a 
waging-war partner's biologicaUnformation is received, they perform "change 
processing (1) and (refer to drawing 26)", judging from biological information, the 
game terminals 1A and 1B will change the partial picture of the portrait pictures N1 
and N2, will display the state of mind of each player according to a state of mind, 
and will change expression (refer to Step H128 and J128; drawing 28). [ of a 
portrait ] Furthermore, the message corresponding to the state is displayed on each 
portrait picture (H129, J129). 

[0179] Moreover, the host server 20 transmits the content data of games, such as 
superiority or inferiority of a game, and ranking, to each game terminals 1 A and 1B 
(Step G121). If the content data of a game are received, the game terminals 1A and 
1 B will perform "change processing (2) and (refer to drawing 29)", will change and 
display the partial picture of the portrait pictures N1 and N2 according to the states 
(superiority or inferiority, ranking, etc.) of each player, and will change expression 
(refer to Step H130 and J130; drawing 30). [ of a portrait ] Furthermore, the 
message corresponding to the state is displayed on each portrait picture (H129, 
J129). , 

[0180] As explained above, the game network system in the gestalt of operation of 
the 1st of this invention consists of a host server 20 and two or more game 
terminals 1A and 1B. A host server 20 has. game program data ROM 22 which stored 
two or more game programs, and it distributes through the game distribution section 
23 out of two or more game programs in which the game program of the kind of 
game as which download was required from the game terminal was stored by the 
aforementioned program data ROM 22 by the game kind selection processing (refer 
to drawing 11) and the game download processing (refer to drawing 20) performed in 
each game terminals 1A and 1B. Moreover, the host server 20 will transmit the 
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received game data to each waging-war partners game terminals 1A and 1B, if the 
game data (montage data, the content data of a game, biological information, etc. are 
included.) accompanying the game performed in the game advance processing (refer 
to drawing 23) performed at each game terminals 1A and 1B are received. 
[0181] Moreover, in the game network system in the gestalt of operation of the 1st 
of this invention, each game terminals 1A and 1B perform portrait picture creation 
processing (refer to drawing 8), create the portrait picture of self, and they transmit 
it to the host server 20 while they store in RAM7 the montage data of each partial 
picture which constitutes this portrait picture. In the host server 20, the received 
montage data are once stored in the host servers 20 RAM21 A, and this montage 
data is transmitted to a waging-war partners game terminals 1 A and 1 B at the time 
of the chat performed between each game terminal 1A and 1B, and game execution 
etc. And at each game terminals 1A and 1B, a waging-war partners montage data 
transmitted by the host server 20 are received, and while creating a partners 
portrait picture from the montage data of this partner that received and making it 
display on a display 4, the portrait picture of self created by the aforementioned 
portrait picture creation processing is displayed on a display 4. And at each game 
terminals 1A and 1B, a game is performed among a waging-war partners game 
terminals 1A and 1B through the host server 20. 

[0182] The gestalt of the portrait picture currently displayed on the display 4 is 
made to change at each game terminals 1A and 1B according to the content of the 
game currently performed in the middle of advance of a game. For example, 
according to the contents of a game, such as superiority or inferiority of a game, and 
ranking, self, or the expression and the attitude of a portrait picture of a partner are 
changed ((refer to drawing 29)). [ change processing (2) of a portrait and ] The 
partial picture of the eye and mouth of a portrait picture is specifically changed and 
displayed, and the message according to the state (the content of a game) is read 
and displayed from message ROM6c. 

[0183] Moreover, a pulse rate, a sweating state, etc. of a player are detected in each 
stage of game advance using the living body sensor 1 1 with which each game 
terminals 1A and 1B were equipped, and the expression and the attitude of a portrait 
picture are changed according to the state-of-mind information which detected and 
detected state-of-mind information from this biological information ((refer to 
drawing 26)). [ change processing (1) of a portrait and ] In the middle of advance of a 
game, since a partners content data of a game, biological information, etc. are 
received through the host server 20, the expression and attitude can be changed 
also about a waging-war partner s portrait picture. 

[0184] Therefore, even when game program data are not stored in the game terminal 
of self even if, two or more players and games which the game program data which 
want to play not only can come to hand quickly and easily (download), but are 
present in a remote place according to this game program data that came to hand 
can be enjoyed. 
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[0185] Moreover, the gestalten (expression, attitude, etc.) of each one of portrait 
pictures currently displayed on the game terminal of each player can be changed 
into real time according to the content of advance of a game, and the mental 
situation of a player, and the feeling of tension of a game etc. can be realized. 
Moreover, since transmit the own actual face picture of a player and it is not 
displayed on the game machine of each player with a camera etc., and a portrait 
picture is transmitted as the self other self and it is made to make it display, a game 
can be enjoyed in comfort 

[0186] The game network system constituted using [the gestalt of the 2nd 
operation] next the wrist watch (list) type network game equipment in the gestalt of 
the 2nd operation which applied this invention with reference to drawing 34, and this 
listed type network game equipment 100 is explained. Drawing 34 is the plan showing 
the appearance of the listed type game equipment 100 as a gestalt of operation of 
the 2nd of this invention. 

[0187] The listed type game equipment 100 shown in this drawing 34 is constituted 
by the main part 101 of game equipment which has the same circuitry as the 
circuitry of the game terminal 1 of the gestalt of implementation of the above 1st 
shown in drawing 2, and the band 102 for equipping the arm of a player with the main 
part 101 of game equipment concerned. 

[0188] The antenna section 10, a display 4, the input section 3, and the living body 
sensor 11 are formed in the upper surface of the main part 101 of game equipment. 
Moreover, although not illustrated, the interior of the main part 101 of game 
equipment is equipped with CPU2, ROM6, RAM7, composition RAM 8, and the 
transceiver section 9. Since the composition of each part is the same as that of 
what was explained in the gestalt of the 1st operation, it attaches the same sign and 
omits the explanation. 

[0189] moreover, this listed type game equipment 100 is equipped with a clock 
function, and also pass KK a base station (refer to drawing 34) through the antenna 
section 10 from the transceiver section 9 — it has the telephone function to access 
network circuits, such as a public line network or the Internet Therefore, like the 
game network system shown in the gestalt of the 1st operation, the host server 20 
can be accessed through a network circuit using the aforementioned telephone 
function, and the game through other game terminals and network circuits can be 
performed. 

[0190] Furthermore, the listed type game terminal 100 of the gestalt of operation of 
**** 2 is in the state twisted around the arm of a player using the band 102, and 
each processing of portrait picture creation processing in which it explained in the 
gestalt of the 1 st operation, game kind selection processing, game associate 
collection processing, determination processing of a waging-war rule, game download 
processing, game advance processing, etc. can be performed. That is, while 
equipping, carrying and using it for a list, desired game program data can be easily 
downloaded from the host server 20, or a game can be started on that spot using 
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the downloaded game program. 

[0191] Moreover, biological information is acquirable, even if the touch side of the 
living body sensor 1 1 is always touching the body of a player and a player does not 
touch the living body sensor 1 1 intentionally, in case a game is performed, where an 
arm is equipped by establishing the touch side of the living body sensor 11 in the 
rear face of listed type game equipment 1. Consequently, more natural biological 
information can be acquired and the expression and the attitude of a portrait picture 
can be changed more nearly actually. 

[0192] Since a users arm can be equipped with the main part 101 of game 
equipment which can perform processing equivalent to the game terminal 1 which 
was explained in the gestalt of implementation of the above 1 st with a band 1 02 
according to the game network system using the listed type game equipment 1 00 in 
the gestalt of the 2nd operation, or this listed type game equipment 100 as explained 
above, portability can be raised. In case it is carried and used, the host server 20 
can be accessed through a network circuit from any places, and desired game 
program data can be downloaded from the host server 20. Moreover, based on this 
game program data, the online network game through network circuits, such as the 
Internet, can be enjoyed also at the time of carrying. 

[0193] The game network system constituted using [the gestalt of the 3rd 
operation] next the listed type game equipment 200 in the gestalt of the 3rd 
operation which applied this invention with reference to drawing 35, and this listed 
type game equipment 200 is explained in detail. 

[0194] Drawing 35 is the external view showing the listed type game equipment 200 
as a gestalt of operation of the 3rd of this invention, drawing 35 (A) is a plan and 
drawing 35 (B) is a side elevation. The listed type game equipment 200 shown in this 
drawing 35 is constituted when the band 202 for wearing on a users arm is equipped 
with the main part 201 of game equipment equipped with the opening-and-closing 
section 204 by the protector 203 which carries out elastic deformation in the 
vertical direction. 

[0195] The antenna section 10, a display 4, the input section 3, and the living body 
sensor 11 are formed in the upper surface of the main part 201 of game equipment. 
Moreover, although not illustrated, the interior of the main part 201 of game 
equipment is equipped with CPU2, ROM6, RAM7, composition RAM 8, and the 
transceiver section 9. In drawing 35 (A) and (B), the same sign is given to the 
portion which shows each component shown in drawing 2, and since the composition 
of the same portion is the same as that of what was explained in the gestalt of the 
1 st operation, the explanation is omitted. 

[0196] The heights (not shown) corresponding to the crevice which the band 202. is 
equipped with the plinth 205 which was able to prepare the crevice, and was 
established in the rear-face side of the main part 201 of game equipment at the 
plinth 205 are prepared, and in case a band 202 is equipped with a handheld game 
machine 201 After securing the space which transforms suitably the protector 203 
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which carries out elastic deformation in the vertical direction, and equips with the 
main part 201 of game equipment on a plinth 205 As the heights of the main part 
201 of game equipment are inserted in the crevice of a plinth 205, the position of 
the game equipment 201 to a plinth 205 is determined, and the main part 201 of 
game equipment is further fixed to a plinth 205 by returning a protector 203 to the 
predetermined regular position. 

[0197] This listed type game equipment 200 is equipped with a clock function, and 
also it is equipped with the telephone function to access network circuits, such as a 
public line network or the Internet, through KK a base station through the antenna 
section 10, from the transceiver section 9. Therefore, like the game network system 
shown in the gestalt of the 1st operation, the host server 20 can be accessed 
through a network circuit, and the game through other game terminals and network 
circuits can be performed. 

[0198] Moreover, it is possible to perform data communication through infrared-ray- 
communication section 10A between listed type game equipment 200 comrades. 
Namely, by making the communication aperture of each infrared-ray-communication 
section 10A of two or more listed type game equipments 200 meet in predetermined 
distance Exchange of the portrait picture which the data communication of listed 
type game equipment 200 comrades of became possible, and was created in portrait 
picture creation processing (refer to drawing 8), Change processing of a game on- 
going portrait (refer to drawing 26 and drawing 29), Or a game to which the 
character is moved between affinity fortune-telling game processing and list type 
game equipment 200 is performed, and also for example, the game program 
memorized at one listed type game equipment side is read, and processing 
transmitted to the listed type game equipment side of another side is performed. 
[0199] Since it is possible to perform data communication in the state [ having 
equipped the band 202 with the main part 201 of game equipment ], the time and 
effort which removes the main part 201 of game equipment from a band 202 can be 
saved. Moreover, it is possible to perform data communication also still in the state 
in the state where each listed type game equipment 200 is worn by the arm of a 
player. 

[0200] According to the game network system which applied listed type game 
equipment 200 or this listed type game equipment 200 as explained above The main 
part 201 of game equipment which can perform processing equivalent to the game 
terminal 1 which was explained in the gestalt of implementation of the above 1 st 
Since a user s arm can be equipped with a band 202, or it can remove from a band 
203 and can put in and carry in a users pocket, portability can be raised. And even 
when carrying and using it, the game program in which it downloads from the host 
server 20, or the required game program is stored by infrared ray communication 
through the network circuit at one game equipment side can be downloaded and 
used. 

[0201] The game network system constituted using [the form of the 4th operation] 
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next the mobile phone type game equipment 300 in the form of the 4th operation 
which applied this invention with reference to drawing 36, and this mobile phone type 
game equipment 300 is explained in detail. 

[0202] Drawing 36 is the external view showing the mobile phone type game 
equipment 300 as a gestalt of operation of the 4th of this invention. The mobile 
phone type game equipment 300 shown in this drawing 36 had the circuitry of the 
game terminal 1 shown in drawing 2, and the same composition, and was equipped 
with the antenna section 10, a display 4, the input section 3, and the living body 
sensor 11, and equips the interior with CPU2, ROM6, RAM7, composition RAM 8, and 
the transceiver section 9. Moreover, it has the rotary switch 301 mentioned later. 
[0203] Mobile phone type game equipment 300 is equipped with voice input section 
36A and voice generating section 36B. furthermore, at the time of a telephone call 
The voice data inputted from voice input section 36A is transmitted to the partner 
of a telephone call place through a network circuit through KK a base station from 
the transceiver section 9 by the user. Moreover, it receives in the transceiver 
section 9 and the voice data transmitted by the telephone call partner through KK a 
base station through the network circuit is generated from voice generating section 
36B. 

[0204] In drawing 36, the same sign is given to the portion which shows each 
component shown in drawing 2, and since the composition of the same portion is the 
same as that of what was explained in the gestalt of the 1st operation, the 
explanation is omitted. 

[0205] A rotary switch 301 is operated with a user s finger (for example, thumb 310), 
and rotation operation of rotating a rotary switch in the direction of the dashed line 
arrow Y1, and the press operation pressed in the direction of the solid line arrow Y2 
are possible for it among this drawing. By rotation operation, it interlocks in the 
rotation operation direction (the vertical direction), and the display screen of a 
display 4 can be scrolled, the pointer P currently displayed on the screen can be 
moved, and the selection of an item which is directing Pointer P can be decided by 
press operation. 

[0206] For example, the kind of various games displayed in the game kind selection 
processing shown in drawing 12, The various collection situations displayed in the 
game associate collection processing shown in drawing 14, Or called it the necessity 
check of the download displayed in the game download processing shown in drawing 
21. Pointer P is moved by rotation operation of a rotary switch on the item which it 
is going to choose among the various selections by which a line display is carried out 
to the display screen, and selection is decided by press operation. 
[0207] When it has this mobile phone type game equipment 300 single hand, the 
touch side of the living body sensor 1 1 is established in the position where a user s 
fingertip touches. Biological information is acquirable, even if the touch side of the 
living body sensor 1 1 is always touching the fingertip of a player and a player does 
not touch the living body sensor 1 1 intentionally, in case a game is performed. 
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Consequently, more natural biological information can be acquired and the 
expression and the attitude of a portrait picture can be changed more nearly 
actually. 

[0208] This mobile phone type game equipment 300 is equipped with the telephone 
function to access network circuits, such as a public line network or the Internet, 
through KK a base station through the antenna section 10, from the transceiver 
section 9. Therefore, like the game network system shown in the gestalt of the 1st 
operation, the host server 20 can be accessed through a network circuit, and the 
game through other game terminals and network circuits can be performed. 
Moreover, it is also possible to carry out telephone call and data communication like 
the usual telephone. 

[0209] Moreover, the voice data inputted from voice input section 36A at the time of 
game execution can be transmitted to the mobile phone type game equipment 300 of 
the other party, and real time can be made to generate voice from voice generating 
section 36B of the mobile phone type game equipment 300 of the other party. By 
transmitting a game execution situation and biological information with voice data, a 
partner's situation can be checked more nearly actually. 

[0210] As explained above, according to the game network system which applied 
mobile phone type game equipment 300 or this mobile phone type game equipment 
300, it is possible to perform processing equivalent to the game terminal 1 which 
was explained in the gestalt of implementation of the above 1 st. And even when 
carrying and using it, a required game program can be downloaded and used from the 
host server 20 through a network circuit. Moreover, since various selection 
operations can be carried out by finger operation using a rotary switch, operability 
improves. And by forming the living body sensor 1 1 in the position where a user 
always touches, even if a player does not touch the living body sensor 1 1 
intentionally, biological information is acquirable. Consequently, more natural 
biological information can be acquired and the expression and the attitude of a 
portrait picture can be changed more nearly actually. Moreover, by transmitting 
speech information with the content data of a game, biological information data, etc., 
a partners situation can be expressed not only using a portrait but using voice, and 
a more realistic game can be enjoyed. 

[0211] The game network system constituted using [the form of the 5th operation] 
next the mobile phone connection type game equipment 400 in the form of the 5th 
operation which applied this invention with reference to drawing 37, and this mobile 
phone connection type game equipment 400 is explained in detail. 
[0212] Drawing 37 is the external view showing the mobile phone connection type 
game equipment 400 as a form of operation of the 5th of this invention. The mobile 
phone connection type game equipment 400 shown in this drawing 37 consists of a 
main part 401 of game equipment with the circuitry of the game terminal 1 shown in 
drawing 2, and the same composition, a cellular phone and a mobile phone 402 called 
PHS, and an adapter 403. 
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[0213] In addition, in drawing 37, the same sign is given to the portion which shows 
each component shown in drawing 2, and since the composition of the same portion 
is the same as that of what was explained in the form of the 1st operation, the 
explanation is omitted. 

[0214] An adapter 403 is a splicer for connecting the aforementioned main part 401 
of game equipment, and the aforementioned mobile phone 402 removable, the 
connection in which the adapter 403 equips the ends of a cable with the connection 
405 as shown in drawing 37, and this connection 405 was formed by the 
aforementioned main part 401 of game equipment, and the mobile phone 402 — it is 
inserting to a hole 404 and is made to connect with a mobile phone 
[0215] In the state where it connected with the mobile phone, using the telephone 
function of a mobile phone, a network circuit is accessed and the host server 20, 
and other game terminals and data exchanges become possible. Therefore, as 
explained in the form of the 1 st operation, various processings in a game network 
system can be performed. Therefore, where communication connection is made, a 
desired game program can be downloaded from the host server 20, and after a 
download end, where an adapter is removed, the game program can be performed. 
[0216] As explained above, according to the game network system which applied 
mobile phone connection type game equipment 400 or this mobile phone connection 
type game equipment 400, it is possible to perform processing equivalent to the 
game terminal 1 which was explained in the form of implementation of the above 1st. 
And even when carrying and using it, a required game program can be downloaded 
and used from the host server 20 through a network circuit. 

[0217] In addition, this invention can be suitably changed in the range which does 
not deviate from the meaning of this invention, without restricting to the above- 
mentioned form of the 1 st - the 5th operation. For example, with the form of the 1 st 
operation, although the portrait picture explained the example which creates a 
portrait picture by reading and combining a desired partial picture with basic parts 
ROM6a from the partial picture memorized beforehand, it is not restricted to this. 
For example, form the camera 13 in the game terminals 1, 1A, and IB in the form of 
each operation, and game equipment 100,200,300,400, respectively, and the face 
picture of a player is photoed on real time by this camera section 13. While securing 
RAM7 as face image data, it transmits to the host server 20. in the host server 20 
The face image data which received is transmitted to a waging-war partners game 
terminal, and you may make it display a waging-war partner and the face picture of 
self on the game terminal of each player on real time. And you may make it change 
the form (expression, attitude) of a face picture present on display etc. into real 
time using the deformation processing technology by the image processing according 
to the advance situation and mental situation of a game. Thus, by using the actual 
face picture photoed in the camera section 1 3, it can have familiarity in a waging- 
war partner, and the empathy to a game becomes easy. 
[0218] 
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[Effect of the Invention] According to the game network system of invention 
according to claim 1 , and the network game equipment of invention according to 
claim 2, even when game program data are not stored in the game terminal of self 
even if, two or more players and games which the game program data which want to 
play not only can come to hand quickly and easily (download), but are present in a 
remote place according to this game program data that came to hand can be 
enjoyed. 

[0219] When according to a claim 3 and the network game equipment of invention 
given in four portability improves and it uses, carrying as a user s arm is equipped or 
it puts in and carries in a users pocket, two or more players and games which the 
game program data which want to play not only can come to hand quickly and easily 
(download), but are present in a remote place according to this game program data 
that came to hand can be enjoyed. 

[0220] According to the game network system and the network game equipment 
according to claim 10 of invention according to claim 5, two or more players and 
games which are present in a remote place can be enjoyed. Moreover, since a 
portrait picture is transmitted as the self other self and it is made to display the 
forms (expression, attitude, etc.) of each one of portrait pictures currently displayed 
on the game terminal of each player, the waging-war partner who is present in a 
remote place can be checked visually, and a game can be enjoyed in comfort. 
[0221] According to the game network system and the network game equipment 
according to claim 1 2 of invention according to claim 6, the forms (expression, 
attitude, etc.) of each one of portrait pictures currently displayed on the game 
terminal of each player can be changed into real time according to the contents of a 
game, and the feeling of tension of a game, the situation of a game, etc. can be 
realized. 

[0222] According to the game network system and the network game equipment 
according to claim 1 3 of invention according to claim 7, since the form of a portrait 
picture can be changed by various stages or various factors, a game with the 
enjoyment filled more to change is realizable. 

[0223] According to the game network system and the network game equipment 
according to claim 14 of invention according to claim 8 Since the forms (expression, 
attitude, etc.) of each one of portrait pictures currently displayed on the game 
terminal of each player can be changed into real time according to the mental 
situation of a player the time of performing a game between the players of a remote 
place — a partner s mental situation, a feeling of tension, etc. — real time — and it 
can grasp exactly and a realistic game can be realized 

[0224] According to the game network system and the network game equipment 
according to claim 1 5 of invention according to claim 9, since the state of mind of a 
player is detectable from biological information, change of an actual state of mind 
can be reflected in change of a portrait picture. 

[0225] According to the network game equipment of invention according to claim 1 1 , 
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since a users arm can be equipped or it can put in and carry in a users pocket, the 
portability of network game equipment can be improved. 
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[Brief Description of the Drawings] 

[Drawing 1] It is the plan showing the appearance of the game terminal 1 as a 
gestalt of operation of the 1st of this invention. 

[Drawing 2] It is the block diagram in which the game terminals 1 A and 1 B and the 
host server 20 show the game network system by which communication connection 
was made through the Internet 30, and the composition of the electronic circuitry of 
game terminal 1 A. 

[Drawing 3] It is drawing showing an example of each partial picture stored in basic 
parts ROM6a. 

[Drawing 4] It is drawing showing an example of each partial picture stored in 
expression parts ROM6b. 

[Drawing 5] It is drawing showing an example of each description stored in message 
ROM6c. 

[Drawing 6] It is drawing showing the various data storage fields set as RAM7 and 
composition RAM 8. 

[Drawing 7] It is a flow chart explaining the flow of processing of the whole game 
performed in the game terminal 1 . 

[Drawing 8] It is a flow chart explaining portrait picture creation processing. 
[Drawing 9] It is a flow chart explaining composition and display processing. 
[Drawing 10] (A) is drawing showing the example of the created portrait picture. (B) 
is drawing showing the example in the case of carrying out move operation of the 
bar code top in a bar code read station, and creating a portrait picture. 
[Drawing 11] It is a flow chart explaining game kind selection processing. 
[Drawing 1 2] It is drawing showing the example of a display of game selection screen 
4a. 
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[Drawing 13] It is a flow chart explaining game associate collection processing. 
[Drawing 14] It is drawing showing the example of a display of a game associate's 
collection situation. 

[Drawing 1 5] It is drawing showing an example of the message indicator about the 
success or failure of a game application. 

[Drawing 16] It is a flow chart explaining waging-war rule determination processing. 
[Drawing 17] It is drawing showing an example of 4d of display screens which 
displayed the presentation data of a waging-war rule. 

[Drawing 18] It is drawing showing the example of a display of chat screen 4e 
displayed into the chat about a waging-war rule. 

[Drawing 1 9] It is drawing showing an example of 4f of display screens which 
displayed the determined waging-war rule. 

[Drawing 20] It is a flow chart explaining the flow of game download processing. 
[Drawing 21] It is drawing showing the example of a display of 4g of download 
necessity screens. 

[Drawing 22] It is drawing showing the example of a display of 4h of charge display 
screens. 

[Drawing 23] It is a flow chart explaining the flow of game advance processing. 
[Drawing 24] It is drawing showing an example of reminder display screen 4i as which 
the message which presses for a touch of the living body sensor 1 1 was displayed. 
[Drawing 25] It is drawing showing the example of a display of the portrait pictures 
N1 and N2 displayed in the middle of game advance. 

[Drawing 26] It is a flow chart explaining change processing (1) of a portrait. 
[Drawing 27] It is a graph showing aging of a pulse rate. 

[Drawing 28] It is drawing showing the example of a display of the portrait pictures 
N1 and N2 by which it was indicated by change in change processing (1) of a portrait. 
[Drawing 29] It is a flow chart explaining change processing (2) of a portrait. 
[Drawing 30] It is drawing showing the example of a display of the portrait pictures 
N1 and N2 by which it was indicated by change in change processing (2) of a portrait. 
[Drawing 31] It is a flow chart (1) explaining the relation of three persons of the host 
server 20, game terminal 1 A self s, and a partners game terminal 1B of processing. 
[Drawing 32] It is a flow chart (2) explaining the relation of three persons of the host 
server 20, game terminal 1A selfs, and a partner's game terminal 1B of processing. 
[Drawing 33] It is a flow chart (3) explaining the relation of three persons of the host 
server 20, game terminal 1A selfs, and a partners game terminal 1B of processing. 
[Drawing 34] It is the plan showing the appearance of the listed type game 
equipment 1 00 as a gestalt of operation of the 2nd of this invention. 
[Drawing 35] It is the external view showing the listed type game equipment 200 as a 
gestalt of operation of the 3rd of this invention, and drawing 35 (A) is a plan and 
drawing 35 (B) is a side elevation. 

[Drawing 36] It is the external view showing the mobile phone type game equipment 
300 as a gestalt of operation of the 4th of this invention. 
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[Drawing 37] It is the external view showing the mobile phone connection type game 
equipment 400 as a gestalt of operation of the 5th of this invention. 
[Description of Notations] 

1 (1A, 1B) Game terminal 

2 CPU 

3 Input Section 

4 Display 

5 Display Drive Circuit 

6 ROM 

7 RAM 

8 Composition RAM 

9 Transceiver Section 

10 Antenna Section 

1 1 Living Body Sensor 

1 2 Bar Code Read Station 

1 3 Camera Section 

20 Host Server 

21 CPU 

22 Game Program Data ROM 

23 Game Distribution Section 

24 Transfer Section 
30 Internet 

100 Listed Type Game Equipment 

200 Listed Type Game Equipment 

300 Mobile Phone Type Game Equipment 

400 Mobile Phone Connection Type Game Equipment 
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